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ArmmAwpatiki Epyaaia; “MeAétn Texvikwv YoRc
Avdpeddng AvBolaong

1. MpoAoyoc

Ta ypa@ikd vToAoyloTwv (computer graphics) armoteAolv évav
OI0PKWE OVOTITUOCOOUEVO KAADO TNC TIANPOYOPIKNC, ME EQAPUOYEC OE TIOAAODG
Kal JI0@OPETIKOUE TOUEIC OTIWC N EIKOVIKI TIPOYHUOTIKOTNTA, T TIOAUPECO, TO
AOYIGUIKO TTAIXVIOIWV, Ol IOTPIKEC EQOAPUOYEC K.0. 'Eva OnUOVTIKO TUARUO outoU
TOU TOMEQ ATIOTEAEL N dnUIoLPYIa EIKOVWY OTIO TPICOIACTATO HOVTIEA. ‘Eva
MOVTEAO yIO TTAPAJEIyUO, WTIOPEl va gival n TIEPIYpa@Pr] €vOC (QOVIOOTIKOU
KOOMOU PE TIOAUYWVIKEG ETUQAVEIEC. [a TNV  TApaAywyn TwV  EIKOVWV
XPNOIUOTIOIOUVTAl TEXVIKEC TIOU E€KPPALOUV TOV TPOTIO OAANAETTIOPACNG TOL
PWTOC PE TO AVTIKEIUEVO TOU HPOVTEAOU. OAAEC ATIO OUTEC TIG TEXVIKEC £XOUV
OVaTITUXOED EIBIKA YIO TOV TOMEA TWV YPAPIKWY, VW GAAEC TIPOEPXOVTAL ATIO
TOUC TOMEIC TWV PABNUOTIKWY Kol TNE QUOIKAC.

H mopoloa SIMAWMATIKA €pyaaia, a@opd TIC TEXVIKEG veng (Texture
Mapping). H diadikacia tou Texture Mapping OUCIOCTIKA QTIOTEAEL Pl PEB0SO
TIOU TIPOCOIOEl PEOAIOUO OTO  OVTIKEIMEVO TOU TPIOOIACTOTOU  HOVTEAOU,
OpWVTAC OVEEAPTNTO ATIO TO HOVTEAO QWTIOUOL. Xwpi¢ tnv dladikacia tou
Texture mapping 6o avTIETWTII(aPE PEYOAO TIPOPANUO OTNV ATIEIKOVION
PEOAICTIKWV OVTIKEIMEVWY, AULTO cupfaivel yioti otnv TPAEEn T TIEPICCOTEP
OVTIKEIYEVO TOU TIEPIBAAAOVTOC HOC OEV ATIOTEAOLVTOL ATIO AUy XPWHOTA 1
OTIO A€ia OTNV ETUPAVEIN LAIKA XWPIC dlOTAPAXEC. ZUVETIWG, av BEAAUE va
XPNOIUOTIOI)OOUUE €va OTIAO HOVTEAO (PWTIOUOU VIO VO OTIOOWOOUUE ME
PEOAIOUO €Va AVTIKEIUEVO, Ba ETIPETTE VA dlAIPECOUHE KABE TUNUO TOL OF MIKPA
OTOIXEIWDON ULTIO-TUNAUATA, OTIOL TO KaBeva Ba e€ixe 10 OIKO TOU XPwHd, £T01
(WOTE TO CUVOAIKO QTIOTEAECHO VO TIPOCEYYIZEl YIa ETUPAVEIO PE TTIOADTIAOKN
vER. QOTOCO0 N TAPATIAVW JIOSIKACIA €ival LTTOAOYIOTIKA ACUU@OPN KABWC
artautel NV dnuiovpyio Kal TNV eTeEepyaaio VoG peyaAou aplBuol  uTIo-
TUNMATWY, OTIO TO OTIOI0 OTTOTEAEITON TO OPXIKO OVTIKEIPEVO.

Ma tnv amédoon LEAG OTa OVTIKEIYEVO XPNOIMOTIoIo0VTOL SIAQOPES
TEXVIKEC TIOU UTIAYOVTOI OTNV KoTnyopio pebddwv armeikdviong veng (texture
mapping). Av €XOUUE TIOPACTACEL TNV VPN WC PIO CLUVAPTNGCN OPICHEVN OF £va
N-d1dotato Xwpo (xwpog verng) Tw, o oTtoiog eival LTTOCUVOAO Tou 91*. TOTE

MTTOPOUUE Va BEWPNOOLPE TNV ATIEIKOVION LQNG Oav pIa aTIEIKOVION E3 -»TW
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ArmmAwpotikr Epyaacia: “MeAétn Texvikwv Yeng'
Avdpeddng AvBouong

n 93 -> | 6mou E3 kai tR3 0 TPIodIACTOTOC XWPOC TWV CNUEIWV Kol TWV
SdlavuopdTtwy avtioTolxa. AnAadn, KABe onueio TWV AVIIKEIYEVWY  TOU
TPIOBIACTOTOU XWPOUL UTIOPEI VO XPWHOTIOTEl GUP@WVA E TNV AVTIOTOIXN TIUN
TIoL PBpioKeTal 0To XWPO Tw, OTAV PETOOXNUOTIOOUKE OUTO TO onuegio Tou E3
TO avTioToIXo SlGvuopa Tou 913 oTov XwPo NG ven¢ ‘YN, 'ETCl Ye autOv TOV
METOOXNUATIOUO UTTOPOUUE VO TIPOCOWOOVUE GE KABE GnUEI0 NG ETUPAVEINC
TWV OVTIKEIYEVWV TN  AETITOPEPEID TIOU  BEAOLUE, XwPIC va TIPETEL va
METABAANOLUE TN HOPE@OAOYiO TOU QVTIKEIMEVOL. H Taparmdvw diadikaaia,
OTIOTEAEl TO yevikO TIAOvO TOu texture mapping, TO OT0I0 WTIOPEI va
TPOTIOTIOIEITAI AVOAOYO PE TIC OTIAITACEIC TOL EKAOTOTE POVTEAOU.

H diadikaoio Ttou texture mapping Oev OVTIKABIOTA TO WPOVTEAO
QWTIoP0oV. Mo KABe onueio vTIoAOYIeTal N LEA PE TOV TIOPOTIAVW TPOTIO, N
OTIOIO 0T OUVEXEID OKIAZETON Of TIOCOOTO TIOU ETUPRAAAEL 0 OAYOPIOUOC
@PWTIOPOD TIOL  XpnolgoTtoleital.  Kotd oautdv Tov TPOTIO  MUTIOPOUME  va
eAéyEoupe TN dlo@dvela, TNV TPAXVUTNTA TOU OVAYAUQOU, TOV €VOOYEVN
QWTIOYO, TNV AVOKAOCTIKOTNTA Kal TO CUVTIEAECTH dIABAAONG TWV OVTIKEIUEVWV
EVOC OKNVIKOU, WOTE VO TIAPOUME EIKOVEC TIOU va TIpooeyyilouv TNV
TIPAYHOTIKOTNTO JE TOV KAAUTEPO dLVATO TPOTIO.

H Xpnomotnta kai n ovaykaloTnTo Twv TEXVIKWV ULENE EyKEITal OTo
YEYOVO( OTl PEIWVOUV TNV €TEEEPYNTia TIOL XPEIALETAl yia TNV Tapaywyn
HOVTEAwV. Mo TTapddelypa, pe TNV dnuiovpyia PIag a@aipag Kol TNV EQApuoyn
OTNV E€TUPAVEIO AUTAG EVOC texture TIPOOWTIOL, YAITWVOUWE TNV ETEEEPyATia
TIoL Ba ATAV ATIAPAITNTO VO EQPOPUOCTEI OTO YEWUETPIKO POVTEAO NG oQaipag
WOTE va Ttapaxbolv o oXNUATA TWV JOTIQV, TNE MUTNG K.T.A. AUTOC €ival Kal 0
AOyOo¢ TIOU OAOKANPN n Propnxovia Taixvidlwv, €xEl OTPAPEI O QUTEQ TIG
TEXVIKEC YIO TNV OTIEIKOVION TWV «OKPIBWVY» UTIOAOYIOTIKA HOVTEAWVY TIOU
XPNOIJOoTIOIouVTAL.

Ol TEXVIKEC VPN MTTOPOUV VO XwWPIoTOUV o€ dU0 PBACIKEC KATNYOPIEC:

TI image mapping Kal procedural mapping.e

* Image Mapping: H amekdvion XApTn LERE OF AVTIKEPEVA €ival N TTIo
ouvnNBIoPEVN TEXVIKA, 1N OTIoIO KOl OVOEEPETAl WC N TIOAIOTEPN MEBODOC

OTIEIKOVIONC LENC. H Baoik 10éa oTnv oTtoia avt atnpiletal ival n OTIAPEN

Tunua Mnxavikwv HAEKTPOVIKWVY YTIOAOYIOTWV TNAETIIKOIVWVIWV Kal AIKTOWV 4
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MIO¢ €IKOVAC 0U0 dlOOTACEWY N OTIoI0 EKPPALETAl WC EVO PPAYUEVO dIACTNHO
EVOC TIOPOUETPIKOU XWPOU T2 PE TIAPAPETPOUC U Kal v AUTO TIOU OUCIACTIKA
oupBaivel eival va opidovtal cuvaptroel anmoe Tov E3 xwpo, OmTOUL Kal
Bpiokovtal Ta QVTIKEIMEVA WaC, OTO @POYyUEVO SlAoTNua Tou T2, To TEAIKO
OTIOTEAECHO Eival TO «TOAYHO» €VOC AVTIKEIUEVOU TOU TPIOOIACTATOU XWPOUL HE
v duaodidoTotn €iKova. O TPOTOC We TOV OTIoi0 Ba yivel T0 «TOAyHO»
e€aptdtal and 1oV PETOOXNMOTIONO TIOU ETUAEYOUHE Yio va TIPORAAOUME Ta
onueia Tou TPIodIACTOTOV XWPOoL E3 OTOV TIOPAUETPIKO XWPo T2,

YTIApXouv TIOANOi HETOOXNMOTIOMOI PE TOUC OTIOIOLG MWTIOPOUME va
eAéyEoupe TOV TPOTIO TIOL Ba TTPORANBOLY T onueia EVOC AVTIKEIUEVOU OTO
XAPTN LENG TIou BEAOLUE VO XPNOIUOTIOINCOLUE. AUTOI Ol PETACXNMUOTIOUOI,
gival yvwoToi W¢ OULVOPTACEIC ATIEIKOVIONC. Mo ouvapPTNON  ATIEIKOVIONG
OULVOEEL TIC TIOPAMETPOULG TNG LENCG {MU,V) UE T Onueia €VOC QVTIKEIUEVOU OF
0V0 oTAdIa. APXIKA, Ol TIOPAUETPOI U, V CLVOELOVTOI HE TIC TIAPAUETPOUG MIOG
EVOIGPEONCG ULTIOBETIKAG ETUPAVEING OTOV TPIOOIACTOTO XWPO. ZT0 OEVTEPO
OTAdI0 T ONUEID TOU QVTIKEIYEVOL OTIEIKOVI(OVTal TIOVW OTNV UTIOBETIKNA

eTu@avela. O1 BacikEC CLUVAPTIOEIC ATIEIKOVIONG €ival ol €ENG:

> Planar Mapping (ETmimtedn Zuvdptnon ATEIKOviong): H evdidueon
ETUQPAVEID ATIEIKOVIONC €ival évag €TIMEdOC TIPOPBOAEAC O OTI0IOG
«QWTICE» PE  pIO  TIOPAANAN 00PN OKTIVWV  TO  OVTIKEIPEVO.
XpnoioTtoigital TTOAD ouxva Kal divel KaAUTEPO OTIOTEAECHOTA OV
EQOPUOOCTEI O OXETIKA ETTTIEDEC ETTIPAVEIEC.

> Cylindrical Mapping (KuAivdpikry Zuvdptnon ATEIKOviong): To
eVOIAPECO OTABIO ATIEIKOVIONG €ival 0 povadiaiog KUAIVOPOC 0 OTI0iog
gival CUPPETPIKOC w¢ TIPog Tov dgova Y. lMpotipdtal g TEPITITWOEIC
OTIOL  €XOUMPE  ETIIPNKN  OVTIKEIYEVD, €€aitiog TG OUOIOPOPPNC
OTIEIKOVIONC TOL XAPTN LENAC YUpw artd Eva d&ova Kal g€ OAO0 TO PRKOC
auTou.

> Spherical Mapping (Z@aiplikfp Zuvaptnon ATElkoviong): To
EVOIAUECO  OTAdI0 aTElKOVIONG  €ival 0 povodlaio(  KUKAOC.
Xpnolyorolgital 0tav TPOCTIOB0VUE VA ATIOdWOOUVPE LEN Of KoiAa

QVTIKEIPEVO, OTIWC €ival Ta OQAIPIKA OVTIKEIMEVA.

Tunpa Mnxoavikav HAEKTPOVIKWVY YTTIOAOYIOTWV TNAETIKOIVWVIWVY Kal AIKTOWV 5
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> Box Mapping (KuBikr] Zuvaptnon ATIEIKOVIONG): H cuvdptnon autn
XPNOIUOTIOIEL ¢ €VOIAPECO OTASIO  OTIEIKOVIONG €&l ETTITIEDEC
OTIEIKOVIOEIC TOUL idlov XAPTN LEAC, TIC OToieq Kal dlaTAoCEl oav

TIAELPEC EVOC KUPBOU.

* Procedural Mapping: O1 texvikég auTrg TG KATNYOopIiac ATEIKOVIOEWC
LUENG, OKOAOLUBOUV pIo  JIOQOPETIKN  peBodoAoyio Tou  otnpiletal o€
OAyopIOUIKr) aTtodoan LVENAC oe KABE onueio tou A3, BAOIKO XOPAKINPIOTIKO
NG OCULVOPTNCIOKAC LENG €ival 6Tl opiletal pia  amevBeiag avtioToixnon
OTIOIOLANTIOTE onpeiov Tou E3 og pia povadikiy kol GLyKekpipevn Tiun. Ol
OLVOPTACEIC LENG €ival OoLVABWC OULVEXNG OUVOPTIOEI], OPIOUEVEC OF
0AOKANPO TOV TPICBOIACTOTO XWPO. H avabeon tn¢ veng oe €va anueio yivetal

Bdaon Tou akGAoLBOUL TIPOTUTIOU:

orou P eival éva onueio tou E3, | n T g veng oto P ko fiex n
oLVAPTNON LENC.
Ta Bacikad XOpOKINPIOTIKA TNG CLVAPTNCIOKAG VPG Eival:
> Opiletal og OAOKANPO TOV TPICSIACTOTO XWPO
> Agv LTTOQPEPEL OTIO @AIVOUEVA pixelization
> Agv LTTOQEEPEL ATIO PAIVOUEVO YEWMETPIKIC TIAPOUOPPWONC, KaBwg dev
UTIAPXEl OTABIO PETATXNUATIOUOU
> Xapaktnpiel oOAOKANPO TOV OYKO TV OVTIKEIUEVWV Kal OXI POVO TNV
ETUPAVEIX TOUC.
Av Kol N TEXVIKN tou procedural mapping eu@aviel TIOAA TIAEOVEKTAUATA O€
oUyKpIon pe T0 image mapping, d&v PTIOPEI va TO AVTIKOTAOTACEL, KABWC n pia
TEXVIKI] CUUTIANPWVEL TNV GAAN. Mo ToV TIopoTtavw AOyo dev gival duvatn N
OTIEIKOVION TIPOKOBOPIOPEVWY  Oxediwv e Xxprion Movo tou procedural
mapping, OTIWC Kal Ogv €ival duvaTr N OTEIKOVION PEAMCTIKWY OVAYAUPLV

XPNOILOTIOIWVTAC YOVO image mapping.

21 TAQiOIO  EKTIOVNONG TN¢ TapolOoOC OITAWMPATIKAG  Epyaaiag,
TIpAyPOTOTIONONKE PEAETN Texture Mapping TEXVIKWV TIOU €XOLV WC GTOXO

MV 0pBR avaTtopAacTach avayAu@nNG ULENG O  QVTIKEHEVA  (OTTOTEAOUV

Tunua Mnxavikwv HAEKTPOVIKWY YTTIOAOYIOTWV TNAETIKOIVWVIWV KOl AIKTOWY 6
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ouvduoopo Twv image Kal procedural mapping). Ol TEXVIKEG TIOL PEAETHONKOV

Kal ol oTtoie¢ bAoTtoINONkav oe OpenGL Shader Language (ekto¢ tn¢ Emboss

Bump Mapping) mtapouaidlovtal oto 3° Ke@aAalo Kai gival o1 €€N¢:

e Bump Mapping

e Emboss Bump Mapping
 Normal Mapping

e Parallax (Offset) Mapping
* Relief Mapping

» Vertex Displacement Mapping

TuAua MNXovIKev HAEKTPOVIKWY YTIOAOYIOTWV TNAETIKOIVWVIOV Kol AIKTOWVY 7
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2. QpenGL Shading Language

2.1 OpenGL kal eicaywyn otnv OpenGL Shading Language

To OpenGL amoteAei éva APl (Application Program Interface) mou €xel
W¢ OTOXO0 TNV TIOPOXN TIPOCPAcn( OTIC SUVATOTNTEC TOU UAIKOU YPOQIKWV.
Eivar oxedlaopévo pe TETOI0 TPOTIO, WOTE VO OTIOTEAEL TN XAUNAOTEPN duvath
dlooLVAEaN yiao TIPOCBaCT OTO LVAIKO, XWPIg Opw¢ va e€opTatal amo auto. To
OpenGL €xel vAoToiNBei yia d1G@OoPa AEITOUPYIKA TIEPIBAANOVTA, OTIWG TO
Macs, ta PCs kai ta UNIX-based, esvw vmootnpietal amd didgopeq
OPXITEKTOVIKEG UAIKOU, €ITE AUTEC TIAPEXOLV UIKPN E€ITE PEYAAN €TTITAXUVON OTOV
TOUED TWV YPAPIKWV.

Baolki diepyacia tou OpenGL attoteAei n petatporty dESOUEVWY TIOU
TIOPEXOVTAL ATIO KATIOIO €@OPMOYr ot dedopéva TIOU ep@avifovial otnv
o0Bovn. Auti n dlepyacia gival yvwotr] w¢ Rendering. TUTIIKA 01 LTIOAOYICUOI
Tou Rendering emtaxbvovial amo  €I0IKA  OXESIOOPEVO  ULAIKO  (KAPTEG
FPa@IKWV), OANG pepikoi 1 kal  OAol  amd  autol¢, pTopolV  va
TIPAYUOTOTIONB0VY Kol aTtd KATIOld LAOTIOINCN AOYIOUIKOU TIOU €EKTEAEITal
otnv CPU (Central Processing Unit). To OpenGL Ttapéxel dlagaveia
enegepyaaoiag kol €101 divel TNV dLUVOTOTNTA GTOLC XPNOTEC, VO OyVONCOLV TOV
TPOTIO TIOU YIVETal 0 dIOXWPIOHUOC METOEL TWV UTIOAOYICHWY TIOU OVOAXUBAVEL
n CPU kai n GPU (Graphics Processing Unit). To onuaviiko eival ot ta
artoteAéopata Tou Rendering TAnpoLV TIC TIPOUTIO0ECEIC TIoL ETTIRAANOVTAI
aTto 10 specification Tou API.

To VAIKO TTOUL €givar UTTEVBLVO yIa TNV OTIEIKOVIOT TWV YPOQPIKWVY Kal TNV
dloTrpNon Twv ded0PEVWV TNG 000vVNg, ovopaletTal «ETITaxuviig Moo@ikwv».
Ol ETUTOXUVTEC YPAPIKWY, £XOUV TUTIKA MIa TIEPIOXH MVAMNG TIOUL Egival
aQIEPWHEVN OTNV dlatpnon Twv dedopévwy NG 006vne. 'ETol kabe pixel
QVaTIAPIoTOTOl OTOV ETITAXLVIN HE KATIOIO bytes pvAung. ALt n TEpIoXn
pVAUNG ovopddetal «Display Memory». Mépa omod autfv, KAEBE ETUTAXULVTIC
YPAPIKWY, OI0BETEl TUTTIKA KOl IO TEPIOXT MVAKNG Ttou ovouadetal «Offscreen

Memory», n oToia eV ATIEIKOVIETAl Kal N oTtoia TIEPIEXEl Ta OESOPEVA TIOL

TuAua Mnxavikwv HAEKTPOVIKWVY YTIOAOYIOTWY TNAETIIKOIVWVIWV Kal AIKTOWV 8
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o0ev eival atnv oBovn. TEAOC, n TEPIOX TNC MVAUNG TIOL OAAACEL QTIO TNV

olodikaaoio tou OpenGL Rendering, ovopaletal «Frame Buffers.

"<<“ <" Fragments
........... -$> Textures

Eikova 1. OpenGL Fixed Functionality

Ta TeEAevtaia  Xpovia, €xel OANGEEL N YyevIKl  KOTELOLVON  TIOL
OKOAOUBOUVTOV OTOV TOMPEN TOU ULAIKOU TWV YPOAQIKWVY. ZUYKEKPIUEVA, €XOLV
OVTIKOTOOTOBEI 01 OTABEPEC AEITOLPYIKOTNTEC PE TIPOYPAUUATI(OPEVES, KLPIWCG
o€ TOMEIg OtToL €ixe av&énBei TTOAL n TTOALTIAOKOTNTA TOUG. AUO OTIO AUTOUC
TOUC TOpEIC, eival n eme€epyacia  Kopu@wv (vertex processing) Kal n
enegepyaaia eikovoatolxeiwv (fragment-pixel processing). H diadikaoia Tou
Vertex Processing, TIEPIEXEl TIC AEITOVPYIEC TIOU EKTEAOUVTOI O€ KABE KOpLYN
TWV OVTIKEIMEVWY, Ol OTIOIEC €ival KLPIWG PETOOXNUOTIOUOI Kal UTIOAOYIOMOI
@wtiopol. Ta Fragments, €ival dopEC SEOOUEVWV VA EIKOVOOTOIXEIO, TIOL
onulouvpyovvtal a6 Ttov Rasterizer (Kappag) (BAéme Eikova 1). 'Eva
EIKOVOOTOIXEi0, TIEPIEXEL OAA ekEiva Ta dedOPEVA TIOU Eival ATTaPAITNTA Yo TNV
avavéwaon HI0G oLykekpluévng Béong tou frame buffer. H dadikacio tou
Fragment Processing TIEPIEXEI EKEIVEC TIC AEITOLPYIEC TIOU eKTEAOUVTOI OVA
€IKOVOOTOIXEI0. AUTEC Ol AEITOLPYiEG eival KLPIWE N avayvwaon aTo TV PvAun

LENG Kal N EPApPOyN NG avayvwaoBeioag TIPNG.

TuRua Mnxavikwv HAEKTPOVIKWY YTIOAOYIOTWV TNAETIIKOIVWVIWV Kal AIKTOWV 9
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Me tv OGSL (OpenGL Shading Language), n otabepn
AsIToupylkOTNTa TV Vertex Processing kal Fragment Processing €xel
ETOLENOE( Ye TNV XpPrion TPOYPAUHOTI(OPEVWV PEPWV TA OTIOIO ETTITUYXAVOLV
OTl KOl N oTOBEP AEITOUPYIKOTNTA OANG KOl TIOANG TIEPIOOOTEPA. H yAwooo
autA divel TNV duvatdTNTO GTOLC TIPOYPUUUATIOTEG EQAPUOYWV va KaBopioouv
ol idlol TNV emegepyadio TIOL UTIOPEI va  TIpOyUaTOTIOINGEl O QuTd TO
Tipoypapuati{éueva onueia tou OpenGL Pipeline.

O OGSL kwodikag Tmou Ba xpnoigoroinBei o KAmolo omo  1a
TIaPATIAVW TIpoypaupaTi{Opeva otddia, ovoudletal «Shader». YTapyxouv 600
€1dwv Shaders: o1 «Vertex Shaders» kal o1 «Fragment Shaders». To OpenGL
TIOPEXEL UNXOVIOUOUE Yo TNV PETaYAWTTION Twv shaders kal v diaclvdean
TOUG WOTE VO OXNUOTIOTEl 0 EKTEAETINOG KWAIKAG TIOU ovopddetal «Programy.
‘Eva program Tiepiéxel €va N TIEPIOCOTEPA  EKTEAECIPMA TIOU WTIOPOUV VO
EKTEAECTOUV OTIC TIPOYPAPUATI(OUEVEC MOVAdECG eTteEepyaaiag Tou OpenGL.

H OpenGL Shading Language, é€xel T pile¢ ¢ OTNV yAwood
Tpoypauuatiopol C, evw d100étel éva TAODCIO OUVOAO OTIO  TUTTIOUG
oedopévwv ol otoiol TrEpIAauUBavouy Vectors kal Matrix TOTIouG d€d0UEVWVY,
TIOL XPNOIUOTIOIOUVTOl O HEYAAO PBaBUO OTOV PABNUATIKO UTIOAOYIOHO TWV
3D ypa@ikwv. H yAwooa autr TIEPIEXEL KAl PNXavIoPoug g C++, Omwg
ONAwaON PETARANTWY EKEN OTIOL XpelddovTal Kol OXl JOVO OTnv apxn Tou KABE
UTIAOK. TMEPaV AUTWV TWV XAPAKTNPIOTIKWY, N OGSL TepIEXel €Va EKTETAPEVO
olbVoAO built-in  ouvaptioewv TOL BonBolv OtV KaTAoKELH OAyOpPIBUwY

okiaong.

Eikova 2: OpenGL Functionality with OGSL Programmable Units

Tunua Mnxovik@v HAEKTPOVIKWV YTIOAOYIOTWV TNAETIKOIVWVIWV Kal AKTOwv 10



AIAwpaTIKr Epyooia: “MeAétn Texvikwv Yoncg”
Avdpeadng AvBolong

Mepikég amod  TIC duvototnte Tov  TapExel n OGSL  otouq

TIPOYPAUUATIOTEC, €ival Ol TIOPOKATW:

e PealIOTIKEG LQPEC LAIKWV, OTIWC PETOAANO, €00, TTETPO K.A.

s PeaMOTIKA €@€ @wTIOPOV, OTIWC spot lights kol okiaon

s PeaMIOTIKA QaIVOPEVO QWTIAC, KOTIVOU, VEPOU K.O

o TponypEVEC TEXVIKEC PWTOOKIOONG, OTIWC TO ray tracing.

e AUVOUIKEC GLUVOPTNOIOKEC LEPEC

o Texvikég emegepyaaiag eikovag, 0w unsharp masking, complex blending
K.0l.

e Texvikég antialiasing TpoypoppaTI{OPEVEC ATIO TOV XPNOTN

APKETEC amd TIC TIOPATIAVW TEXVIKEG, NTaV OloBECIYEC KOl OTO
TIOPEABOY, OPWC POVO PECw software vAoTIOINOEwWVY. To Yyeyovog Ot ol
TEXVIKEG OUTEC ULAoToloLVTOl TIAéov pe  hardware emtayuvvon, au&dvel
opapatiké TtV oamoedoon Tou Rendering, evw v idla ouyul n CPU
OTTOAAACCETAl OTIO OLTOUC TOUG LTIOAOYIOHOUG Kal UTIOPEL va XpnaoipoTtoin6ei

ylo AAAeG dlepyaaieg, OTiw¢ eival n A.l (Texvnti Nonuoaouvn).

2.2 TUTIOI ETIIKOIVWVIOE LE TO €EWTEPIKO TIEPIBAAAOV

H OGSL clodyel Tpel¢ VEOUC €1OIKOUC TUTIOUG OedOUEVWVY  TIOU

aTtoTEAOLV T dlaclvdean Twv shaders pe 10 eEWTEPIKO TOUC TIEPIBAAAOV.

e Attribute: O1 peTafAnTéC OUTEC QVOYKAJOUV MIa EQAPMPOYN VO TIEPVAEL
ouXVa HeTaRBOANOPEVa dedopeva atov vertex shader. H péyiotn auxvotnta
avavewaong eival pio @opad avd kopugrn. Mépav omo T¢ attribute
METAPRANTEC TIOL Ba Opicel 0 XPAOTNG, LTTAPXOLV Kal KATIOIEC built-in OTIWC
gival o1 gl_Vertex kai gl_Normal ¢ omoie¢ Opwg 0 XPrnoTng UTIOPEN va
petovopdoel. Ta attributes mepiopiovial oe floating-point scalars «kai
floating-point matrices. O opiopd¢ integer kai boolean attributes dgv
eivar duvatog. Emiong dev pmopolv va opictouv attributes tOTIOL Struct
Kal array. Ta attributes dev umtopouv va petapAnBbouv oe évav shader, evo

Ogv UTIopoULV va oplotoLv attributes otov fragment shader.

TuAua MNXovIKeOV HAEKTPOVIKWVY YTIOAOYIOTWVY TNAETIIKOIVWVIWVY Kal AIKTOwv 11



AimmAwpoTiKn Epyacia: “MeAémn Texvikwv Yeng'
Avdpeadng Avbouaong

e Uniform: Ta uniform, oOmw¢ kol Tta attributes, &ev pmopolv va
peTapAnBolv péoa oe shader, evw xpnoigottolovvTal yio dedOUEVA TTIOU
METABAAOVTOL  AlyoTepo  cuxvd. O1  PETOBANTEC OUTEC WTIOPOLV VO
TpoTIOTIOMB0UV TO TIOAU pio @opa yia KGO primitive (OTIONTIOTE UTIOPEL VO
oklaotei: points, lines, polygons, bitmaps kai images). OAol o1 TtOTIOl
0ed0UEVWIV, OTIWG Kal TIHVAKEG OUTWV UTIOPOUV va XPNOIUOTIoINBoLY yia
uniform petafANTEC. ‘OAol 01 vertex kal fragment shaders mou armoteAolv

éva povadikd “Program”, poipddovtal Kowva uniforms.

e Varying: O1 petaBAntég tOTIOU varying, OTIOTEAOUV TNV HOvadiKr 06iodo
ETIKOIVWVIaG Twv vertex shaders pe Toug fragment shaders. H
XPNOoIoOtTNTA  T0UG, Paciletal 010  yeyovog OTl  YIO  OUYKEKPIYEVO
XOPOKTINPIOTIKA  KATIOIOL  primitive, KABe Kopuery MTIOPEl va  Exel
OIOQOPETIKA TIMA Kal Ol TINEG AUTEC XPEIAETal va TIOPEPPBANBOUV YPOPUIKA
OTO €IKOVOOTOIXEia TTou Bpiokovtal PETaL Twv Kopupwv. O vertex shader,
OTI0ONKeVEL TNV TIU KABe Kopu@ng ot pia varying petapAnt). Otav o
fragment shader diaBacel autrv Vv PETORANTA, Ba TTAPEL TNV TIPF TIOU TOU
OVTIOTOIXE( ATIO TNV YPOAPUIKA TIOPEUPBOAN. Agv ETUTPETIETAI VO OTIOONKEVTEL

TIun o€ varying peTaBAnT amnd tov fragment shader.

2.3 Movtélo ektéleong Twv OpenGL Shaders

2V €Kova 2 BAETIOLPE TOV TPOTIO XEIpIopol Twv shaders oto
TIEPIBAANOV  ekTéAeONC Tou OpenGL. O1 €@QAPUOYEC ETIKOIVWVOUV PE TO
OpenGL, péow NG KANONG ouvapToEwy IOV avikouv oto APl tou. Mia véa
ouvaptnon, n glCreateShader, emitpénel otug OpenGL e@appoyég va
O0eopeVOOLY TIC OOUEC OedOUEVWV TIOL Eival AVOYKAIEC yio TNV aTtobrikevon
Twv shaders. Autéc ol dopéc ovopdlovtal «Shader Objects». Metd Tnv
onuiovpyia evog Shader Object, n e@oppOyr} PTIOPEI VO TIOPEXEL TOV TINyaio
KwdIKa yla Tov Shader koAwvtag tn ouvdptnon glShaderSource Aut n
ouvaptnon mopéxel oto OpenGL tov Tnyaio kwdlka tou shader ge popen
string (oupBoAocelpdg).

TuAuo Mnxavikwv HAEKTPOVIKWY YTIOAOYIOTWY TNAETIIKOIVWVIWY Kal AIKTOwv 12



ArmmAwpotikr Epyacia: “MeAéTn TeXVIKWV Y QNG
Avdpeadng AvBouaong

Graphics hardware

i ! Provided by application developer

; Provided by graphics hardware vendor

Eikéva 3: Aldypoppa ektéleong Twv OpenGL Shaders

Onw¢ @aivetal amo v €KOva 3 0 PETAYAWTUOTHC TG OGSL, cival
OTNV TIPOYUATIKOTNTO HEPOC TOu TEPIBAAAOVTOG 0dnyol Tou OpenGL. Auth
gival kal n kopla dlagopd tng OGSL oe oxéon pe tg utoloireg shading
languages, omw¢ eival or HLSL g Microsoft kat n Cg g NVIDIA. Ze autég
TIC YAWOOEC 0 PETAYAWTTIOTAC TN shading language PBpioketal avw Ao 10
API TV ypOo@IKWV Kol PETAYAWTTICEl TNV uPnAou emmédou shading language
o€ KATI TIOU JTIOPEl va XpnolyotoinBei amd 10 APl Twv YypPO@IKWY TIOL
Bpioketal og XapNAOTEPO ETTITIEO.

H peETOyAWTUON TOU  KWOIKO  yiveTal  PEOW NG EVIOAAQ
glCompileShader, a@ol TpwTa aVTOC POPTWOEI aTov 0dnNyo6 Tou OpenGL. Ol
EQAPHOYEC TIPETTEL VA TIpocapTrioouv ta Shader Objects ae dopEg dEdOUEVWV
TIou ovopdlovtal «Program Objects». H mpoacdptnon yivetal pécw g
evioAn¢ glAttachShader. ‘Emeita amd v  TPOCAPTNON TWV  OOP®V

0EO0UEVWY, 0 WETOYAWTIIOPEVOG Sshader pttopei va ouvdebei pe 10 LTTAPXOV

Tunua Mnxavikwv HAEKTPOVIKWVY YTTIOAOYIOTWV TNAETUKOIVWVIWVY Kal AIKTOwv 13



AmmAwpoTKn Epyacia: “MeAetn Texvikwv YN
Avdpeadng AvBolaong

OpenGL TpOypauua, XPNOoIPoTIoIWwVTag TV eVvioAn glLinkProgram Méow
OUTHNC TNG EVIOANC, EVTOTIICOVTAIl O EEWTEPIKEC OVAPOPEC PETOEL Twv shaders,
eAéyxetal N oupPatotnta Tov fragment pe Tov vertex shader kal avatiBevtal ol
TIEPIOXEC MVAMNG Yio TIC uniform  petafAntéq. To amotéAecpa eival éva
EKTEAECIYO TIOU UTTOPEi va eykataoTtabei pe tnv evioAn glUseProgram w¢ éva

MEPOC TNC TPEXOLOOC KataoTaong touv OpenGL.

2.4 Mapdadelypa Xpriong OpenGL Shader

O TapakATw KwAIKAG 6o PTtopo0CE VO OTIOTEAECEl TO HEPOC MIOC
OpenGL g@appoync. Mapouaialetal n dadikacio ¢ dETUELONG TWV JOUWV
Twv shaders, n @optwon oL TNyaiouv KwAIKA, N PeTayAwtuon tou OGSL
KWJIKa, n mpoodptnon tou Program Object, n oOvdeon toU KOBWC Kal N
Xpron Tou. TéAo¢, Tapouaidletal n dladikaoia Tng TAPOoXNE Twv uniform

petaBAnTwv oto Program Obiject.

int installTempShaders(const GLchar *tempVertex, const GLchar *tempFragment)
{
// handles to objects

GLuint tempVS, tempFS, tempProg;

// status values

GLint vertCompiled, fragCompiled, linked;

// Create a vertex shader object and a fragment shader object
tempVS = glCreateShader(GL_VERTEX_SHADER);
tempFS = glCreateShader(GL_FRAGMENT_SHADER);

// Load source code strings into shaders
glShaderSource(tempVs, 1, &empVertex, NULL);
glShaderSource(tempFS, 1, &empFragment, NULL);

// Compile the temp vertex shader, and print out

/1 the compiler log file.

glCompileShader(tempVS);

glGetShaderiv(tempVS, GL_COMPILE_STATUS, &vertCompiled);
printShaderinfoLog(tempVS);

// Compile the temp fragment shader, and print out

//the compiler log file.

glCompileShader(tempFS);

glGetShaderiv(tempFS, GL_COMPILE_STATUS, &fragCompiled);

Tuipa Mnxavikav HAEKTPOVIKWVY YTIOAOYIOTWV TNAETIIKOIVWVIQV Kol AIKTUwV 14



ArmmAwpotikr Epyacia: “MeAétn Texvikwv YoeNng”
Avdpeddng AvBolaong

printShaderinfoLog(tempFS);

/IJandling Error in Compiling Process
if (IvertCompiled || IfragCompiled)

return 0;

/I Create a program object and attach the two compiled shaders
tempProg = glCreateProgram();

glAttachShader(tempProg, tempVS);
glAttachShader(tempProg, tempFS);

// Link the program object and print out the info log
glLinkProgram(tempProg);

glGetProgramiv(tempProg, GL_LINK_STATUS, &linked);
printPrograminfoLog(tempProg);

//Handling Error in Linking Process
if (llinked)

return 0;

/I Install program object as part of current state

glUseProgram(tempProg);

/I Set up initial uniform values
glUniform3f(getUniLoc(tempProg, "tempColor"), 1.0, 0.3, 0.2);
glUniform2f(getUniLoc(tempProg, "tempSize"), 0.30, 0.15);
glUniform3f(getUniLoc(tempProg, "LightPosition"), 0.0,0.0,4.0);

return 1,

ZuvapInan yla tnv e0pean ¢ Tomobeaiag Twv uniform petaBAnTwv:

GLint getUniLoc(GLuint program, const GLchar 'name)
{
GLint loc;
loc = glGetUniformLocation(program, name);
if (loc == -1)
printffNo such uniform named \"%s\"\n", name);
printOpenGLError(); // Check for OpenGL errors

return loc;

H Ttopokdtw ocuvAptnon TUTIWVEL Ta NVOUOTO TIANPOQYOoPIWY Twv shaders:

void printShaderinfoLog(GLuint shader)

{

int infologLength = 0;

TuApa Mnxavikav HAEKTPOVIKWVY YTTIOAOYIOTWV TNAETUKOIVWVIWV Kal AIKTowv 15



ArmAwpatikn Epyaoia: “MeAetn Texvikwv Yonc
Avdpeadng AvBolaong

int charsWritten = 0;

GLchar 'infoLog;

Il Check for OpenGL errors
printOpenGLError();

glGetShaderiv(shader, GL_INFO_LOG_LENGTH, &infologLength);

/I Check for OpenGL errors
printOpenGLError();
if (infologLength > 0)
{
infoLog = (GLchar*)malloc(infologLength);
if (infoLog == NULL)
{
printfC'ERROR: Could not allocate InfoLog buffer\n");
exit(1);
glGetShaderinfoLog(shader, infologLength,
&charsWritten, infoLog);
printf("InfoLog:\n%s\n\n", infoLog);
free(infoLog);

11 Check for OpenGL errors
printOpenGLError();

TuAua Mnxavikwv HAEKTPOVIKGVY YTIOAOYIOTWY TNAETIIKOIVWVIWV Kal AIKTOwv 16



ArmmAwpotikr Epyacia: “MeAétn Texvikav YN
Avdpeddng AvBolang

3. AvaAuon Texture Mapping TeEXVIKwWV

2 autd 1o Kepdlaio Tapoucialovial o TEXVIKEG — LENC  TIOL

MEAETAONKOV KOBWC Kal n vAoTtoinon toug oe OpenGL Shading Language.
3.1 Per Pixel Lighting (Phong Lighting Model)

H texvikr tou per-pixel lighting, dev aTtoTeAEl pia EEXWPIOTH TEXVIKN
Texture Mapping. O AGyo¢ TN¢ TIOPOLCINCTC NG, ATIOTEAEI I OTIAR ETTIOEIEN
TV dLVOTOTATWY TIOL divouv aToLC TIPoypaAUUaTIOTEC oI Shading Languages,
oe oxéon pe v fixed functionality yia per-Vertex lighting mou mapéxel 1o
OpenGL, aAM\d& kol €medr] autd TO HOVIEAO  QWTIOPOU  gival  TIou
XPNOIMOTIOIEITAl OTIC UAOTIOINCEIC.

H oToTIKf) AEITOLPYIKOTNTA TIoU TtopéXEl T0 OpenGL, aroteAeital amod 10
MOVTEAO @wTIopoU Blinn - Phong, 1ou e@apudletal oe KABE Kopu@r Twv
TIOAUYWVIKWV HOVTEAWV, €V Ol TINEC OAWV TWV EVOIAPECWY EIKOVOOTOIXEIWV
(Pixels), vttoAoyidovtal Pe YPOUUIKA TTOPEPPROAR. ME T0 GUYKEKPIUEVO POVTEAD
Qwtookiaong, eival duvatdv va TIPOKOYEl TO OTITIKO ATIOTEAECUO  TIOU
eTOLPEITal OTIO TNV EKACTOTE £QAPHOYR. AV OUWG 0 OPIBUOC TWV KOPUPWV
TOLU TIPOG OTIEIKOVION OVTIKEIMEVOL Eival HIKPOG, 0 QWTIOPOC Ba  eival
«PTWYXOC». AuTO Ba pTtopovae va dlopPBwOEl Hovo pe TNV adénan Tou aplBuol
TWV TIOAUYWVWV TOU OVTIKEIPEVOL. QOTOCGO vt n avénon Ba eixe wg

OTIOTEAECUO KOl TNV abénon NG EMEEEPYATTIKN 10XVUC TG EQPAPHOYNC.

Ekova 4: 'Eva avTIKEIMEVO HE Alya TTOAUYwvVa, OTIOU £@apuoleTal per-vertex @WTIoHOG.

H Abon oto mapamdvw TIPoRANPa d06nke amo v NVIDIA «kai
OULYKeEKpIPEVA e TNV GeForce 2 G0V yia TIPWTN QOPA EPPAVICTNKE N TEXVIKN

Tou NVIDIA Shading Rasterizer Ttou €TETPETIE TNV TIPOCHNKN TEXVIKWV EQE

Tunpa Mnxavikav HAEKTPOVIKWVY YTIOAOYIOTWV TNAETUKOIVWVIWV Kal AIKTOwv 17



ArmmAwpatik Epyacia: “MeAetn Texvikwv Yoncg'
Avdpedadng Avbouaong

ava sikovoaTtolxeio. AkpIBeatepa, péow tou Shading Rasterizer, o1 TTapoKATwW
pEBOSOI pTIopolCoaV TIAEOV VO EKTEAECTOUV KOI VO  UTIOOTNPIXBOUV avda

EIKOVOOTOIXEIO:

+ Base Texture

*  Bump Mapping

» Diffuse Lighting

» Specular Lighting
» Colored Fog

* Ambient Light

» Alpha Transparency

Ekova 5: To id10 avTikeiyevo pe Alya TToAOywva OTIou e@appoletal per-pixel gwtiouoc.

2V TEXVIKA auth, €@apupoletal T0 PoviéAo Tou Phong, OmOL 0
QEWTICPOC OTIOTEAEITAI ATIO TPEIC CLUVIOTWOEC: TO PWTIOUO TIEPIBAANOVTOC TTOU
gival otabepog (ambient light), 10 didxuto @wtiopo (diffuse light) kai tov
KOTOTITPIKO QwTIOUO (specular light).

H diaxutn ouviotwoa (Id) e€ivor n 1daviky SIGXUTN  CLVIOTWOO

OVAKAOGONC Kal yio auThVv 1oX0€l 0 VOPOC cuvnuitovou tou Lambert:

Id =1, tkd 1cost» (Zxéon 1)

omou I, sival n évtoon MIOC ONUEIRKAC QWTEVAC TINYAG, Z 1N OKTiva
TIPOOTIIWONG, N TO KAVOVIKO SIGVUOHO TNG ETUQAVEING, 6O n ywvia petagd
m¢ Z kat Tou N (EIKOva 6) kat ki 0 OUVTEAEOTHC NG SIAXUTNEG OVAKAQONG

TIoL €€aPTATal ATtd TO PAKOCG KOPOTOC TOU (PWTOC KOl TO LAIKO TNG ETIQAVEINC.

TuAua Mnxavikewv HAEKTPOVIKWY YTIOAOYIOTWV TNAETIIKOIVWVIWVY Kal AIKTOwv 18



Armmawpotikn Epyocia: “MeAetn Texvikwv Yo
Avdpeadng Avbouong

Zavaypdgoupe ™ Zxéon 1 pe xprion twv L, N ko mpocBetoviag évav

EAEYXO YIa TNV €EAAEIPN TWV OPVNTIKWVY YWVIWV.

Id =kd -/, -max(0,Z - N) (Zxéaon 2)

Eikéva 6: N ko L

H Zxéon 2 omoteAel TNV pabnuatikp @OPUOLAC LTIOAOYICHOU TN¢ dIAXUTNG
OVAKAOONG OTO POVTEAO @WTIoPOU Tou Phong. H @OppouAa autr) YTIOPED va

VEVIKEVTEI Kl yla TIEPICCOTEPEC TNC IO QWTEIVAG TINYNAC:

Id =kd Y/ij -max(0, i - N) (Zxéon 3)
i

H katevuBuvopevn avdkAaon Tou e€ival n de0TEPN OULVICTWOO OTO

pMovTENO Tou Phong, akoAouBei 10 vOopo Tou KaBpe@tn. Eival ouvaptnon tng
ywviag a petadd tng KateubBuvopevng avakAaong R Kol TNG KOTEVLBUVOPEVNG

mapatipnong V (Eikéva 7).
Is=It-ks-cos"a = li-ks-(R- V)" (Zxéon 4)

omou T R kot V gival povadiaia dlavOouata, T0 T aVTIOTOIXED 0TV adpotnTa

NG em@avelag kal ks €ival 0 ouvteAeoTnC KATELOLVOUEVNC OVAKAOGNG TIOU

Tunua Mnxavikwv HAEKTPOVIKWY YTIOAOYIOTWV TNAETUKOIVWVIWVY Kal AIKTUwY 19



AmmAwpoTikn) Epyacia: “MeAén Texvikwv YN
Avdpeadng AvBolaong

Kupaivetal petaéd 0 kai 1. H Zxéon 4 eival n @OPPOLAO UTIOAOYIOHOU TNG

KaTeELOLVOPEVNC OVAKAOOTC OTO POVTIEAO Tou Phong.

Ekova7: N, L, R kat V

Kavovikd, avti Tou ouvteAeot] ks, Ba ETtpetie va An@Oei utoyn Kamola
ouvaptnon w{9,X), émou 6 n ywvio TTPOCTITWONG KAl A TO UNKOC KOPOTOC
TOU TIPOOTUTITOVTOC @WTOGC. AvuTt n  ouvaptnon eEaptdtal  amd
CLUTIEPIQPOPA TOL YuLOAIoU. ‘ETol yio 8=0° dgv €XOUPE KOUIA AVAKAQGCN €V
yla < =90°, €xoupe OAIKA avakAaon. Ma TTOAAG LAIKA 1oxVel \(B,A) = ks, OpwC
N un €€apINon tNg CULUTIEPIPOPAC TOU POVTEAOL OTIO TN ywvia 6 kabiotd To
HOVTEAO TOU Phong pia pn op@idpoun ouvaptnon KATI TIOU OTIOTEAED Kol éva
OTIO Ta KUPIOTEPA PEIOVEKTAMATA TOU.

Méxpl otypung Oev €xel ava@epBei 0 TPOTIOC ULTIOAOYIOWOU TOU
S10vVUCPATOC OVTAVAKAAGCNC TOU QWTOE, R. O YEWUETIPIKOC TOU LTIOAOYIGHUOC

Baaoiletan otnv Tapatpnon ot a I, N kol R gival ouveTtimeda Kal o1 ywvieq

METOEL Twv levywv (Z,v) kal (N,R) eival ioeq. livetan n vmobeon ot 1o N

kal L eivon povadiaia. ‘Eotw Ri n mpofoAr tou L otov d€ova tou N (Eikova

8). 'EXOUE:

I R{= Ncos#=N"N- Z) (Zxéon 5)

Emiong 1oxoet:
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ArmmAwpotikn Epyacia: “MeAetn TexviKwv Yeng
Avdpeddng AvBouaong

R=RI+T kot T=R1-L

AvTikaBioTwvTag otn Zx€on 5, £X0UpE

R=2R —vT=2N(N-2)-Z (Sxéon 6)

H peEBodoc autr) araitei 6 TTOAAATIAOCIOCUOUC Kol 5 TIPOCBETEIC.

Elkova 8: MewPEeTPIKN pHEB0SOC LTTOAOYIoUOU Tou R

OGSL Shader

ecPosition

tnertti

reflectVec

Eikova 9: Ta ovouata Twv HETAPRANTWY OTOUC KWAIKEC TIOL TtapouaidlovTal,

TIPOEPXOVTAI ATIO AUTO TO GXAUA Yia SIEUKOALVGON TOU AVAYVWOTN

Tunpa Mnxavikwv HAEKTPOVIKWVY YTIOAOYIOTWV TNAETIKOIVWVIWV KOl AIKTOWV
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AimtAwpatikn Epyoaaoia: “MeAétn Texvikwv YR
Avdpeddng AvBouang

lightPosition: H 8¢an ¢ tNyng @wtog

ecPosition: To onueio tapatpnong

lightVec: To di1Gvuopa TOU PWTOC TIOU AVTIOTOIXEI OTO ONUEI0 TTapATAPNONG

tnorm: To LTTOAOYI{OPEVO KOVOVIKO SIAVLUOUO TNG ETUPAVEIAG TIOU AVTICTOIXEI

OT0 oOnueio Tapatpnong (oe KATolEC amod T PeBOdoug Tou  Ba

TIOPOLCINCTOUV, deV SIAPEPEL OTIO TO APXIKO KAVOVIKO SIAVUCHQ)

viewVec: To didvuopa TIapatrpenong

reflectVec: To didvuopa KATELBLVOPEVNG AVAKANCNG

Vertex Shader
anthousis@ginail.com
Fragment (Pixel) Shader

anthousis@gmail.com
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ArmmAwpotikr Epyacia: “MeAétn Texvikwv Yoencg'
Avdpedadng AvBolong

Eikova 10: Phong Per Pixel Lighting Shader
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ArmAawpatikn Epyaaoia: “MeAétn Texvikwv Yong'
Avdpeadng AvBolaong

3.2 Simple Texture Mapping

AUTA N TEXVIKN €ival Kal N Tio oTA pEBodOC VPN WE XPron texture.
ATtoteAei koBapd pio TEXVIKN image mapping, Kabwg TEpav v Xprong tou
XApTn vENE OV yivetal Kapia diepyaaia yia TNV TPOCEYYIoN Tou avayAu@ou.
KaBe ouvioToa TN¢ ETIQPAVEIOG TOU AVTIKEIWEVOL, QVTIOTOIXIETON Of pia
OLVIOTWOO TOU dLCBIACTATOL texture Kal TIAIPVEL TNV AVAAOYN XPWUATIKN TIUA
XWPI¢ Kavévav €TUTIAEOV LTIOAOYIOUO. MO TOV QWTIOUO XPNOIYOTIoIETal TO

povTéAO Tou Phong, Tou OTtoIoL N TIEPIYPOQN] EYIVE TIOPATIAV.
OGSL Shader
Vertex Shader

anthousis@gmail.com
Fragment (Pixel) Shader

anthousis@qgmail.com

Eikova 11: Simple Texture Mapping Shader
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ArmmAwpotikn Epyagia:; “MeAétn Texvikwv Yonc”
Avdpedadng Avboiuaong

3.3 Bump Mapping

To 1978 otnv dnuoacisuon «Simulation of Wrinkled Surfaces», o James
Blinn mapouciooce ekeivn tnv péBodo TIOL OruEpPa Eival yvwaoTr] w¢ bump
mapping (xaptoypd@naon TPOoKPOUCEwY). H TEXVIKA OUTH TIPOCOUOIWVEL TIC
«TIPOOKPOVCEIC» (bumps) 1| TIC «puTideC» (wrinkles) o€ pia ETUEAVEIA XWPIG
VO TIPAYUOTOTIOIED YEWUETPIKEC OANAYEC OTO TIPWTIOTUTIO OVTIKEIYEVO. To
KAVOVIKO dlavuapa  piog doBgicag eTQAVEING JIOTOPACOETAl CUP@PWVA HE Eva
XApTN Tpookpovaswv (bump map). To dlatapayuévo Kavovikd didvuapa ival
OUTO TIOL XPNOIUOTIOIEITOl OTN CUVEXEID YyIO TNV OKiaon TN¢ ETUQAVEING,
oUUQWVA PE TNV TEXVIKN Tou Phong. To amotéAeopa authg tng HEBOdOL Eival
N EUQAVION TWV TIPOCKPOVCEWVY OTNV ETIPAVEIQ.

O1 xapteg LYouE, eival otnv ouacia 8-bit gray-scale €lkOveC. Z€ AUTEG, TO
AOTIPO OVTITIPOCWTIEVEl TIC OAVUYWUEVEG TIEPIOXEC Kal TO POUPO TIC XOMNAEC.

AnAadr £xouue 256 dIOQOPETIKA eTTiTIEdA avOYPWAONG.

Eikova 12: Height Map

H mapatipnon tou Blinn Atav ot dev gival avaykn va dIoTapa&oupe Tiq
KOPUPEC TOU MOVTEAOU YIO VO LTIOAOYIGOUME TO  KAVOVIKG dlaviopata tng
ETUQAVEING.  AloTopacooviag POvo To  Kavoviké  dlavOopata  T1ouv  Ba
XpNnolJoroinbovy otV okioon,  KOTOpBwvoupe  va  dlOTNPACOLUE TN
YEWUETPIO/ETUPAVEIO TOU OVTIKEIMEVOU. TO SIOTAPAYHEVO KOAVOVIKO JIAVUCHO
Ba xpnolgotomnBei 0T CLVEXEID yio TN OKioon Tou avtkeyévou. TMo va
EQAPPOCTEL N TEXVIKN ETPeme va Ppebei évag TtpoOTOC dlatapaxng Tou
KAVOVIKOU JIovUOHATOG TNG ETUPAVEING, TIOU va Eival aveEAPTnNToC amod Tov

TIPOCAVATOAICMO Kol TNV Béon NG emi@dvelag. AuTOC 0 TIEPIOPIOUOC
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AmmAwpoTikn Epyacia: “MeAémn Texvikwv YeNng
Avdpeadng AvBolaong

TIPOKUTITEL OTIO TNV TIOPOTAPNON OTl €AV TO OVTIKEIMEVO, OTO OTIOIO €iXe
EQAPUOCTEI N TEXVIKA, XpnowJoroindei oe animation, dev Ba B&Aape ol
SlOTAPAXEC TNG ETUPAVEING VA aAAGlouv oxnua 1 ep@dvion. Autog ival kal o
AGyO0(¢ ylo TOV OTIoio N cuvaptnaon dlatapaxng TIPETEL va BacileTal oTa TOTIKA

TIOPAYWYO NG ETUPAVEING. AKOAOVOWC TIOPATIOETOl TO PABNUOTIKO HPOVTIEAO
OUTNG TNG TEXVIKNG.

‘Eotw  S(u,v) n  OIOVUOUOTIK  €KQPOON NG  ETUPAVEING  EVO(
OVTIKEIMEVOL O€ TIOPAUETPIKN HOP@N KAl N TO KOVOVIKO OIGVUCHO € pia B¢an
,V). Av B(u,v) €ival n tipfi tou Xaptn oyoug, totE N véa Béan 5'(M,v)ng

dlatapayuévng emigaveiog Ba ivai:
S'(u,v) = S(u,v) + B(u,v)- N (Zxéon 7)

Kotd tv Tmapdotacn Ttng Em@avelag (scan conversion) S(u,v),

vTtoAoyileTal n véa Bon S'(u,v) KAaBWC Kal TO VEO KAVOVIKO dldvuopa:

T,_dS(UVYdS'(UV) (5 ocon 8)
u v

A6 T ZZxéon 7, av TIOPOUMPE TIC MEPIKEC TIAPAYWYOUC TNG

METATOTUOMEVNG KOTA B(u,v)-N ETUQAVEING Ba EXOLE:

dS'(u,v) _ dS(u,v)
u u du

Kal

ds'(u,v) _ dS(u,v)

+ BVN + B(u,v)—— (Zxéon 10)
% v dv

OTIOL Bu, By €ival ol TTopAywyol Katd u Kal v Tou XApTtn LYouc.
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ArmmAwpoTikn Epyaacia: “MeAétn Texvikwv Yenc”
Avdpedadng AvBolaong

Me OedOUEVO OTI 0 METACXNMOTIOUOC TOU OVAYALPOUL €&V ETTIPEPEL
MEYBAEC dlatapaxég tou dlavoopatog N, dnAadn n ToTik avOywaorn Tou
BENOLPE va ETIITOXOUVME €ival UIKP OE OXEON HE TNV ETUQAVEID GTNV OTIOIx

OULVTEAEITAI, PTTOPOUPE VO BEWPHOOLUE TOUG OPOUC B(u,v)d— Kal B(u,v)d—
u v

apeAntéoug. ‘ETol avukabiotwviog ¢ Xxéoel 9 ko 10 om Zxéon 8,

TIPOKOTITEl OTI TO VEO KavoviKO didvuopa N' Ba eivai:

A
. dS{u,v) +B.N dS(u,v) + BN dS(u,v) dS(u,v) | dS(u,v)y B -
J
+ BUNX—">v> + BuBv(NXN)
Opwg,
dsS(u,v) dS(u,v) - - - dsS(u,v) - - dS(u,v)
X = NXxN =0 kKal —"-L-LxB,,N =-B..Nx—
Omore:
N= N+ 8y dSuy) -, dS(uy)
Oewpwvtag  povodiaio  ta  dlavuopota O = . F=7s(uy)

M \V

TTapatnEoLE Ot To A’gival kaBeto ota f7 kot F (Eikova 13). 'ETol €X0UUE:
N'=N-B3-Bvv (Zxéon 10)
Me ™ Zxéon 10 PTtOPOUUE VO UTIOAOYIOOUME QTIELOEIOG TO KOVOVIKO

OlGvuopa. AnAadr, €XOUMPE HIO ouvaptnon JdloTapaxng Tou Paciletal ota

TOTIKG TTOPAYWYA TNE ETUPAVEIOC,.
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AmAwpOTIKN Epyagia; “MeAeétn Texvikwv Yenc”
Avdpeddng AvBolong

H pébodoc autr) €Xel TIOAD PEYAAO UTIOAOYIOTIKO TIAEOVEKTNUA O€ oXxéon
pe TNV YEBodo tou Displacement Mapping (Ttapouciddetal TToPoKATW), OUWG
ETEION OeV PETATOTII(El TO ONUEID TNG ETUQPAVEIOG OANG OTPEPEl POVO TO
KOVOVIKO JIAVUOUO OTO OPIO TWV QVTIKEIUEVWV, N ETIIPAVEID QAIVETOI ETTTIESN

KOl TO OTITIKO QTIOTEAECHO OEV €ival IKAVOTIOINTIKO.

> d$(u,v)

Bv
rr_ dS(u,v)
U Bu

Eikova 13; EEapTtnon tou Kavovikou dlaviopatog N attd Tig HEPIKEG TTapaywyoUg NG

ETUQPAVEING WG TIPOC TIC TIOPAPETPOLG U KOl V.

To poOVO TIOL ATIOMEVEL Eival VO OVOQEPOLUE TOV TPOTIO PETATPOTIAG NG
TIAnpo@opiag Ttou heightMap o€ didvuopa, €101 WOTE Vo  PETORANBED TO
KOVOVIKO dIAVUC Q.

Ta @wTeEIvVd €IKOVOOTOIXEio TOL Trivaka OYoug, OavTITIPOCWTIEDOUV
pHeyoAUTEPO UOYog amd T1o OoKOoTewd. Me PBdon oautiv TNV TAnpogopia
MTIOPOUPE va OXeSIOCOLUE yio KABe €lkovoaTolxeio évav Tivaka. AuTtoi ol
THVOKEC OVTITIPOOWTIEVOLV TNV KAION NG ETIQAVEIOG Of EKEIVO TO OnuEio,

OTIWC @PAIVETAL KOl TNV TIAPAKATW EIKOVA.

Eikova 14: KAion €IKovooTolxEgiwv
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AmmAwpoTiKn Epyaoia: “MeAétn Texvikwv Yonc'
Avdpeddng AvBolong

‘Evag 1pOTIOC yIo VO UTIOAOYIOTOUV TO TIOPOTIOVW dlavUouaTa  €ival va

LTTOAOYIOTEI yia KABe pixel n kAion otoug Géoveg X Ka Y.

X _gradient = pixel(x-1,y) - pixel(x +1,y)
y _gradient = pixel(x, y-1)- pixel(x,y +1)

Me OUTEC TIC KAIOEIC UTTOPOUUE VO PUBUICOLPE TO KAVOVIKO JIAVUCUO TN¢

ETUQPAVEIQG O KABE onpeio:

N'= N- x_gradient-' O-y __gradient1V

OGSL Shader

Vertex Shader
anthousis@gmail.com
Fragment (Pixel) Shader

anthousis@gmail.com

Eikova 15: Bump Mapping Shader
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AmAwpaotiki Epyoaaoia:; “MeAétn Texvikwv Yo
Avdpeddng AvBolaong

3.4 Emboss Bump Mapping

H texvikii Tou Bump Mapping xpnoiyoTtolei per-pixel @WTIOPO Kol KATd
OULVETIEIDL OTTONTEL  UTTOAOYIOPOUC YIo KABe €lKovoaTolxeio, e€aitiag g
TPOTIOTIOINONG TOU KOVOVIKOD dIovUOUOTOG. QOTOC0 QUTOI Ol LTTOAOYIOUOI
IOV aTIOYOPEVTIKOI YIa TIG TIOAIEG KAPTEC YPOAPIKWV.

H texvikr) Tou Emboss Bump Mapping, &EKIVAEl ato évav TTivoka LYWV
OTIwC Kal T0 Bump Mapping, oAAG 0l OpOIOTNTEG TwV 000 TEXVIKWY OTOUATOUV
EKEl. TNV TEXVIKN QUTH, QVTi yld va TIPOCTIABOUUE va UTIOAOYICOULME £va
OlOTOPAYUEVO  KAVOVIKO SIGVUOUO  yio  per-pixel  @wTiopo, uvttoAoyiloupe
attevBeiag v évtaon @wtiopoL. EEaitiag autoy BERaia kol o€ avtiBeon pe 10
Bump Mapping oto Emboss Bump Mapping, 0&v UTIOPOUYE Va
XPNOILUOTIOINGOUYE OTIOI0 POVTEAO QWTIOHOU BEAOULE.

To mMpwTo PO NG TEXVIKNAG OUTNG €ival n emegepyaaia tou XApTN
VYWY Kal N Tapaywyn 0Vo EEXWPIOTWV XapTwv. O TPWTOE aTI6 TOug OUO
XAPTEC OTIOTEAEITOI OTIO TN UION QWTEIVOTNTA TOU APXIKOU XApTn uywv. O
0eVTEPOC XAPTNG OTIOTEAEITAI ATIO TN HIOT QWTEIVOTNTO TOU QVTIOTPOEOUL TOL
XAaptn vPwv. H diadikacia Tng ewTtookioong, yivetal o tpia otddia (Ta oTAdIa
auta Ba pmmopoloav va CLUTITUXBOULV Pe Xprion multitexturing). To TIpwTO
OTAJI0 XPNOIUOTIOIE TOV TIPWTO OO TOug dV0 XAPTEC TIOU TTOPAXONKAv, TO
0e0TEPO OTASIO XPNOIYOTIOIEI TO OEVTEPO XAPTN, OTIOU OPWC Ol CUVIETOYHUEVEG
LENC £XOLV UETOTOTUCTEI KATA €va PIKPO SIACTNUA TIPOC TNV TINyr TOU QWTOC.
TéN0O¢, 0TO TPITO Brjua yiveTal TTPOCAPUOYT TWV OTIOTEAECHATWV UE per-vertex
QWTIOPO KOl av BEANCOLME Kol PE KATIOIO texture LEAC. ZTNV TIAPAKATW EIKOVA

@aivovtal To TIPWTa dVo Pruata G dladIKAciag.

Eikéva 16: Emboss Bump Mapping
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AmmAwpOTIKN Epyaacia; “MeAémn Texvikwv Yenc
Avdpedadng AvBolaong

Emeidr] 0ev  yivetal KATIOIOC HPETACXNUATIOPMOC TOU  KAVOVIKOD
dlavuopatog, 1o Emboss Bump Mapping, PTIOpEi va XpnoipoTioindei povo pe
OIOXUTO QPWTIOPO. ZUVETIWC, €EAITIOG TOU per-vertex @WTIoPoU, TO OTITIKO
OTIOTEAEOUO OTEPEITAl AETITOPEPEING KAl TIAPOULTIALETAL BOAO.

To KOpIO TIAEOVEKTINUAO TNG TEXVIKNAG QUTHAG TNyadel oo  TOUg
TIEPIOPIOPONE TNC. Mo TV epapuoyr g dev XPEIAdeTal UTIOOTAPIEN OTIO TNV
TIAEUPA TOU UAIKOU KOl UTTIOPED EDKOAO VO LAOTIOINBED Kal 0€ UAIKO TIoU OV

vTtootnpidel Multitexturing.
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AmAwpaTikn Epyoacia: “MeAétn Texvikav YR
Avdpeddng AvBouang

3.5 Normal Mapping

H texvikp tou Normal Mapping Tou Tpotdbnke amd Tov Peercy 10
1997 ot dnuoacicuon «Efficient Bump Mapping Hardware» (yvwoTtr] Kal g
Dot3 bump mapping), amoteAei otnv ouaia pia BeATiwon TG KAAGCIKNC Bump
Mapping TEXVIKAC, KOBWC Kal TV TIO YyvwoTr TEXVIKA ylia bump mapping
TIPOYUOTIKOU Xpovou. H Baaciki dla@opd autr) TnNg TEXVIKAC, €ival 6Tl evw 01O
Bump Mapping €xoupe dloTOpPOxXr TOU UTIAPXOVIOC KOVOVIKOU SIavUCUaTOq
¢ em@aveiag, oto Normal Mapping, €XOupe OAIKA QVTIKATACTOON TOU
S1av0oPATOG e TIPOUTIOAOYIOHEVA KOAVOVIKA dlovOopaTa. AUTO ETTITUYXAVETAI
pe avtikatdotoon Ttwv 8-bit gray-scale xaptwv 0Youg, Tou Xpnaiyevav yia
NV dI0TOPOX TWV KOVOVIKWV dIOVUOUATWY, HE 24-bit XAPTEC TTOL TIEPIEXOUV
OVOTIOPACTACEIG TwV KOVOVIKWV dlavuopdtwv (Normal Maps) yia kdBe onueio
¢ ETUQPAVEIQC.

Ol xapteg¢ OYoug MTIOPOUV VA  OVATIAPACTACOLV  TIEPIOPIOUEVEQ
ETUQPAVEIEC. ZUXVA, ETUPAVEIEC PE LYNAR avOPwaon Ogv avaTiopioTavIol e
oKpiBela, yeyovog Tou TIEPIOPIEl TO ETTITTIEDO NG PAIVOPEVIKAC avuPwaong. Ol
TIEPIOPIOUOI TIoL  eTTIBAAOVTAl €€aiTiog Twv 256 SIAPOPETIKWY ETTIEdWV,
MTIOPOUV va 00NyrnooUV Of KOKKWON EUQPAVION ETTIPAVEIV, VW Ol OPAAEQ

ETUPAVEIEC KOl Ol ATIOTOPEG YwVieg OeV avaTtapioTavIal TIoTA.

Elkova 17: Al0@OPEC TNV AETITOMEPEIN ATIEIKOVIONC PETOEL Normal Mapping
(aplotepd) kot Bump Mapping (0€€id)
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ArmmAwpotikn Epyocia: “MeAetn Texvikwv YoNg"
Avdpeadng AvBouong

e avtiBeon, o1  XAPTEC KOVOVIKQWV  OlOVUCOUATWY,  TIEPIEXOLV
OVOTIOPACTACEIC TWV KOVOVIKWV SIOVUOUATWVY. ‘OTIwE To KAVOVIKA dlovuouata
XPNOIUOTIOIOUVTAl YIO TOV UTIOAOYIOHO TOU (WTICMOU KOl TWV OVOKAAGEWV
TIAVW OTNV YEWUETpia Tou avtikelpévou, Ta Normal Maps pTmopolv va
XPNOIPOTIOINB0oUV yio TOV TIPOCSIOPIOHO TNG YWViag PE TNV OTIoia TIEQTEL TO
QEWC OTIC OIAPOPEC ETIIPAVEIEC N TNEC YyWviag TIOU XPNOIUOTIOIEITAl YIO TOUC
UTIOAOYIOMOUCG TNG OvVAKAaonG. Mo TV  avoTtopaoTaon TWV  KAVOVIKWVY
OIOVUOHATWY, YIVETOI Xpron €IKOVwv 24-bit, 610U Ta dIOPOPETIKA XpwHATA
OVTITIPOCWTIEVOLV JIOPOPETIKEC KATELOUVGEIC.

JUYKEKPIYEVO, 1N avoloyia Tou RGB POVIEAOL PE TO  KOVOVIKA
dlavoopata gival n €€AC: TO KOKKIVO XPWMO avoTtiopliotd Tov déova ¥, 10

TIPACIVO AVOTIOPIOTA TOV GEOVA Y KOl TO PTIAE AVOTIOPIoTA ToV Géova (.

Eikéva 18: Normal Map

Ymidpxouv did@opol TPoTol yio TNV dnuiovpyia Normal Maps. Ztnv
Tapoloa epyaacia, xpnoipomomenke 1o Plugin tng NVIDIA yia to Adobe
Photoshop, mou Ttapriyaye normal maps oo ta texture verg, divovtag atov
XPrOTN OPKETEC TIAPAPETPOULCG VIO TIEIPOUOTIONO. 'Evag GANOG TPOTIOC, €ival va
TapaxBei €vag TVAKAC KOVOVIKWVY OloVUCGHATwY artd éva 3D POVTEAO e
VYNAN AeTITOPEPEID PEOW KATIOIOL rendering AoylopikoD, OTw¢ ta 3D Max,
Maya kai Lightwave. H diadikacia, TepIAauPBavel TNV TOTIOBETNON  HIOC
KOKKIVNG TINYNG @WTOC OTO O€EIA TOU QVTIKEIUEVOL, MIOG TIPACIVNG aTtd TIAVK
TOU Kal TNV TOTIOBETNGN OPVNTIKWVY TINYWV KOKKIVOU Kal TIPACIVOU QWTOC OTIC
ovTiBeTeEC KOTELBUVOEIC avtioTolXa. ETumAéov, TIpETEl va TOTIOOETNOEl pia

TINyn MTAE QWTOC PTIPOoTa (oTov Géova Tou ) amod TO AVTIKEIYEVO. ApVNTIKO
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AmmAwpOTIKN Epyacia; “MeAétn Texvikwv Yorc"
Avdpeadng AvBolaong

MTIAE QWG Oev XpeladeTal, KaBWE n eiIkOva dnuiovpyeital amd Tov agova Twv {,

OTIOTE OEV Eival OPaTH N TTIOW TIAEUPA TOU AVTIKEIUEVOU.

Light Light

Eikova 19: Mop@oTttoinon @wTtiouov yia tnv dnuiovpyia Normal Map

EKtd¢ TOUL TIpoaVAPEPBEVTOC TPOTIOU, LTIAPXOULV Kal AUTOUOTOTIOINUEVA
epyoaAeia, To ormoia dEXOVIOlI W €i00d0 TO AVTIKEIYEVO LYPNANG Kal XOUNAAC
avaAuong kal Ttapdyouv atnv €€0d0 10 Normal Map. ‘Eva tétolo epyaleio gival
10 Normal Mapper tng ATI. To gpyaAgio autd, TIPOPRAAAEL HIO OKTIiVO QWTOC
OTIO KAOE EIKOVOOTOIXEID OTO HPOVIEAO XOUNANG avaAuong, Bpiokel 1o onueio
TOMUNG AUTAC TN OKTIVAC PE TO POVTEAO LWNANG avaAuong Kal armobnkeel o
éva texture 10 KOVOVIKO dldvuopa Tou LYNAAC avAAUCNC MOVIEAOL YiO TO
onueio Toung. 'Eva mapopolo epyaieio sival kol 1o Melody ¢ NVIDIA.

€ OUTO TO ONuEio TIPETTEL VO YiVEL HIO TTOPATAPNON OXETIKA ME Ta
oedopeva Tou poag divouv ta Normal Maps. Ztn yevikny Tou popen €va

KOVOVIKO dlavuopa opiletal amod 3 dlIaoTACEIC 0l OTtoieC €xouv €0POC
[-1,1]. Ze avtiBeon, ta Normal Maps, OTIWC €XOLUE avagEpel, cival o RGB
format, k&t ou cuvemayetal vpo¢ [0,1]. 'EyKeTal GTov TPOYPOUPaATIOTH VO

METOTPEYPEL TIC TIMEC OTO {NTOUPEVO €0UPOC. H SIadIKagia auth OVAEEPETAL WC

«OTIOCUUTIIEGN» TWV XPWHATIKWY TIUWV TOU TIIVOKO KAVOVIKWY SIOVUGUATWV.

H e€iowaon petatpoTng amod 10 0pog [0,1] oto [-1,1], €ival n €€RC:

X — 2* (colorvalue - 0.5)
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ArmmAwpotikr Epyacia: “MeAétn Texvikwv YoNc”
Avdpeadng AvBolaong

TEAOg, eival 1Idloitepa onUAVTIKO To OedOPEVA TOU XAPTN KOVOVIKWV
SlaVUOPATWY va Eival eKQEPOCPEVA CUP@WVO e Ta TOTIKA TTAPAywYd TNG
ETUQPAVEINC. AUTO TO CUOTNUO CUVIETAYHEVWY, OTA YPOQ@IKA ULTIOAOYIOTWV
ovopdletal Tangent Space kal 1o Tpio dlavOopata TIou 1O Opidouv
ovopdlovtal Tangent, Binormal kai Normal. Ztnv oucia ta Tangent Kol

Binormal amoteAolv TIC U Kol v TIAPOPETPOLE TNG SIOVUCHOTIKNAG EKQPACNC
NG €TUQAVEING €VOC QVTIKEIUEVOL S(u,v) (BAéme Bump Mapping). [Mpémel
OULVETIWG va onuiouvpynBei évag TBN Tivokag, MEOW TOu OToioL  Ba
METOTPOTIOUV OAEC Ol CULVIOTWOEC TOU TIPOPRANMATOG pOG OT0 cUOTNUA

CUVTETAYMEVWV TNC ETUPAVEINC,.

Texture coords:

[0, 1]
Texture coords: [O, O] Texture coords; [1, O]
» Tangent
............... Binormal
........... 1"”"» Normal

Eikéva 20: Zuotnua Zuvietayuévwy Emigdvelag (Tangent Coordinate System)

duoikd Ba uTtopolOE va yivel Kal n avtiotpo@n dladikoaia, n oToia
OMWC €ival acOPEOPN UTIOAOYIOTIKA. TLX. yia 10 OIAXUTO @WTICUO, TIOL
UTIOAOYIZETOI WC TO E0WTEPIKO YIVOUEVO TOU KaVOVIKOU SIa0vOOHOTOC Kal TOU
SlovOOPOTOC TOL QWTOC, Ba TIPETIEL Kal ol VO TIVOKEC va €ival oTo idlo
oUOTNUO CUVTETAYPEVWY. METATPETIOVTOG TO SIAVUCOHUA TOU QWTOC Yia KAEBE
Kopuen, Ta OIOVOOHATO @QWTOC METAEL OVO KOPLEWV ULTIOAOYIlovTol ME
YPOMMIKA  TIOPEPPOAR.  Ztnv  avtiotpogn dladikacia, 6Ba ETmpeme  va
METATPEYOULUE OAO TA KAVOVIKA S10vOCOHATA O0TO CGUCTNUO CUVIETAYUEVWV TIOU

Bpioketal TO SIGVUOHO TOL PWTOC.
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AmmAwpoTIKA Epyacia: “MeAétn Texvikwv Yng'
Avdpeadng AvBouaong

OGSL Shader

Vertex Shader
anthousis@qgmail.com
Fragment (Pixel) Shader

anthousis@gmail.com

Eikéva 21: Normal Mapping Shader
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ArmAwpotikn Epyacia: “MeAetn Texvikwv Yoenc'
Avdpeadng AvBouaong

3.6 Displacement Mapping

To Displacement Mapping OTIOTEAEI pIO 1OXLPN TEXVIKI TIPOCONKNG
AETITOUEPEIOV OE TPIOOIACTATA HOVIEAA KOl OKNVIKA Katd 1 OIApKeEla TOL
Rendering. Tnv otiyury Tou 10 Bump Mapping, odivel tv Yevdaiobnon
VYNAOTEPNC AETITOUEPEIOG OTA AVTIKEIMEVA TIou e@apuoletal, T0 Displacement
Mapping, auidvel OTNV TIPAYHUATIKOTNTA TNV AETITOMEPEID TNG ETUPAVEINC,
divovtag Katd autdv ToV TPOTI0 CWOTA YEWMETPIKA HOVTEAD. ETITIAéOV Oev
TIOPOUCIALEl Ta OQAAYOTO TIOL TIAPOULOIAZEl To Bump Mapping o€ HEYOAAEC
OTITIKEG Ywvie(. 'Eva oo 1o PEYOAUTEPA  TIAEOVEKTNMOTO TN  TEXVIKNG
Displacement Mapping e€ival n duvatotnta tng xpriong tg TtOo0 yia TNV
TIPOCONKN AETITOUEPEING OE £VO OVTIKEIPEVO, OCO Kol yio TNV dnuiovpyia tou
i0lov TOoL povtEAoL. To TNV €@OpUOYN NG TEXVIKNAG, avaykaio Bswpeital n
Omapén evog xaptn UOYou¢ olPPwva peE TOov oOTtoiov Ba  yivouv ol

TPOTIOTIOINCEIC OTNV OPXIKI YEWUETPIO TOU QVTIKEIIEVOU.
3.6.1 Vertex Displacement Mapping

To Vertex Displacement Mapping QmtoteAei pio amno T¢ EQAPUOYEC Tou
Displacement Mapping Tou Bagiletal OTNV HETAKIVNON TWV KOPUPWV TNG
OPXIKNG YEWUETPIOE UPPWVA PE TO XAPTN LYPWV. TN CUVEXEIA, KABe pixel
METOTOTIICETON PECW YPOUMIKAG TIAPEUPBOANG. Ta v €XOUME  IKOVOTIOINTIKO
OTITIKO OTIOTEAECHA, OV N €IKOVA TIOUL €TUAEEOLPE W LEA €ival avaAuong
256x256 €IKOVOOTOIXEiwvY, Ba TIPETIEL N TIEPIOXN TNG EQAPUOYNE TNG Va gival
vTtodlalpepévn o€ TOUAAXIOTOV 65.536 HIKPOTEPA TIOAUYwWvVO  KATI  TIOU
OUVETTAYETAl LPNAEC LTIOAOYIOTIKEC aTIOITHOEIC. AULTOC €ival Kal 0 AOYOC TIou
auti n pEBOBOC Oev XPNOIUOTIOIEITAl TIOAD OTIC MEPEC HaAG. AKOAOVBWC

TIOPATIOETAl TO BACIKO HABNUOTIKO HOVTEAO TNG TEXVIKNC.
Onwg avagEPBNKe TIPONYOLPEVWE, av S(u,v) N dIOVUCUOTIKA EKQPOaN

NG ETUQPAVEING €VOC OVTIKEIMEVOL OF TIOPOUETPIKA HoP@r, N TO KOVOVIKO

dlavuopa og pia Béon («,v) kol B(u,v) n TpfR tou xaptn OYoug, TOTE N Vea

0éon 5'(«,v)INg dlatapayuévng emipavelag Ba eivai:
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AmmAWPOTIKN Epyagia: “MeAémn Texvikwv YeNng'
Avdpeadng Avboiuong

S'(u,v) =S(u,v) + B(u4,v)-N

Katd tnv mapdotacn g em@dvelag (scan conversion) S(u,v),

uTIoAOYieTal N véa B€on S'(u,v) KABWE Kal TO VEO KAVOVIKO SIGVUCOQ:

KT, __dS\u,v)ydS'(u,v)
u %

‘Eva amo 1o HEYOAUTEPA PEIOVEKTAMOTO TNG MEBOdOL aUTHC €ival OTi Ta
KOVOVIKA dlaviopata tng ETUQAVEING, OTIWC KOl EKEIVO TWV KOPLEWV, Eival
AaBo¢, dedopévou 0Tl 1I0XVOULV yIO TO OPXIKO YEWUETPIKO oOxAua. ETmedn
TIPOYPOUUOTIOTIKA €ipaote péoa atov vertex shader, dev PmmopolPE va €XOUME
TIPOCPOCN OTI( CUVIOTWOEC TWV KABETWV oTnv  dlaTapayuévn  ETTIPAVEIN
OIOVUOMATWY  TIOU  JIOPOPPWVOLY TNV TPEXOLOO  ETIPAVEIA  TIOU
eTte€epyadOPOOTE KAl KATO CUVETIEID OV UTIOPOUUE VA UTIOAOYIOOUME €K VEOU
TO KAVOVIKO d1avuapa.

AVO eival ol AOOEIC OTO TIOPATIAVW TIPORANUA. H Tipwtn €ival n pn
Xpron normals, n ofoia PTtopei va €TUTELXOE POVO PE OTOTIKO QWTIOUO. H
oelTEPN ADON €ival va TIAPEXOLUE TO KOVOVIKA dlavlouota otov pixel shader
MECW €VOC XAPTN KOVOVIKWV OIOVUCHATWY. Mo omtAfp péBodog yio v
emitevén autAC, €ival n dnuioupyia EVOC XAPTN KAVOVIKWY SIOVUCHATWY (yid
Normal Mapping BAéTte evotnta 2.5). AU N TEXVIKA AEITOUPYEI OPKETA KAAG
EKTOC KATIOIWV HIKPWV OTEAEIQV, OTIWG N TIAPOUCIO PWTICPOV g KATIOIN
onueia ou d¢ev Ba émpere (Normal Vertex Displacement Mapping).

TéNog agidel va onueiwdei, o1l yia avtiv TNV péBodo, armaiteitar OTTOPEN
Shader Model 3 mou petagpaletal og pia NVIDIA GeForce 6xxx (1 veotepn) A
avtiotoixa piag ek v ATl XI1800, XI1900 (r) vedtepn). O akpirg Adyog yia
v 0mapén autwv, eival Ot XpelalOuaoTe TIPOCRacn O TOLAAXIOTOV éva
texture amod tov Vertex Shader yia v e@appoyr] g pebodou. Kat tétolo dev
Nrav duvaTov PEXPL TNV EP@AvVION NG TEXVOoAoyiag Shader Model 3 ttou divel
TIpOcPacn o€ TouAdxiotov 4 textures ot emimedo Vertex Shader (Vertex
Texture Fetching).
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ArmAwpotikh) Epyagia; “MeAéTn TeEXVIKWV YQNG
Avdpeddng AvBolaong

OGSL Shader

Vertex Displacement

Vertex Shader
anthousis@gmail.com
Fragment Shader

anthousis@gmail.com

Eikova 22: Vertex Displacement Mapping

Normal Vertex Displacement

Vertex Shader

anthousis@gmail.com

Fragment Shader
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AAWPOTIKN Epyoacia: “MeAéTn TeXViKwv Y@Ng
Avdpeadng AvBoulong

anthousis@gmail.com

Eikéva 23: Normal Vertex Displacement Mapping
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AmmAwpoTIKn Epyaacia: “MeAetn Texvikwv YN
Avdpeddng AvBouaong

3.7 Parallax Mapping

H texviki tou Parallax Mapping (yvwotr kai w¢ Photonic Mapping,
Offset mapping kai Virtual Displacement Mapping) Tou TIPOTABNKE OTN
onuoaicvon «Detailed Shape Representation with Parallax Mapping» o
2001, attoteAei pla BeATiON TWV OXETIKA ATIAWV TEXVIKWV Bump Mapping (ue
TOV 0po Bump Mapping €dw ouptepAapPBdavovial Kol 01 TEXVIKEG TIOU
OTIOTEAOVV TTAPOAAQYEC TNC PeBOdOL Tou Blinn).

To MEIOVEKTNUA QUTWV TwV TEXVIKWV €ival o6t aduvatolv va
ovVaTIapacTioouwy 10 «motion parallax» @aivopevo, AuTtog €ival kol 0 AOyog
TIOU Ol ETUPAVEIEC TWV TEXVIKWV AUTWV QaivovTtal ETUHTIEEC UTIO CUYKEKPIPEVEG
OTITIKEG YWVieC. e avtiBean, n texviki touv Parallax Mapping, Boaciletal otnv
10600 TNC METOTOTIONG TWV CUVIETOYUEVWV TNG LENG €101 WOTE QAUTEC VO
OULUPWVOULV ME €va XAPTN LYWV Kal TO OTITIKO OTIOTEAECHO VO MIdeiTal v
METOKIVNON TWV TIPAYHOTIKWV YEWHETPIKWY onueiwv (Displacement Mapping).
2TV oucia, ouTd TIOU KAVEL N TEXVIKA auTr, €ival va TIPOoToBel péow
TIOPAPOPPWONG TNE LPAC VA AVATIOPACTICEl TNV OTITIKN Ywvio TOU PaTIoV
MOG JE €va avTIKEieVO. AKOAOUBEI N avaAuan TnNg TEXVIKNC.

E@apuolovtag pia €lkova V@A TIOU OVATIOPIOTA Wi un Asia eTipdvela
o€ éva €TiTEed0 TTOAUYWVO, TO ATIOTEAECHA TIOU TIAIPVOUE Eival IO ETUPAVEIN
XwpIi¢ Badboc. H Eikdva 24 pag Bondael va kataldBoupe yiati cuppaivel auto.
Koitddovtag 10 TToAUYwvVO UTIO ywvia 10 dIGVUCHO TOU MATIOU KOATOANYEl OTO
onueio A. Ze avrtiBeon, av KOITOUCOWPE TNV TIPAYUOTIKY ETUPAVEIN TIOU
OVTITIPOOWTIEVEL N LN Mag, Ba PAETaue TO0 onueio B. Av pmopouvcape va
O10pBWCOLE TIC CUVIETAYUEVEC TNEC UPNC TIOL OVTIOTOIXOUV OTO ONUEIo TToL
Bpiokouaote Ba BAETope 10 OwoTO onueio. H dladikaoia tou parallax
mapping, Yyl KABe €IKOVOOTOIXEio TIOU  aTtelkovidetal,  dlopBwvel TG
OUVTETAYMEVEC UPAC TIOL TOU AVTIOTOIXOUV, (WOTE VA TIPOCOMOIWAEL TNV Kivnon

TOL POTIOV O€ OXEQN HE TNV N OUOAN ETTIPAVELQ.
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AmAwpatikn Epyacia: “MeAETn TeEXVIKWV Y@Ng
Avdpeadng Avboluong

real surface

Tpia cival ta oToixeia TOL XPEIOOPACTE YlO TOV UTIOAOYIOPO NG
METATOTIOPEVNG OUVIETAYHUEVNG VNG YO KABE E€IKOVOOTOIXEID: 1. TNV ApPXIKN
OUVTETOYUEVN, 2. Mo TIMA OYoug TNG ETUQAVEIAG TIOU TIPOCTIONBOUPE Vo
TIPOCOMOIWOOLKE  Kal 3. éva  SIGVUOUO  OTI0  TO  €IKOVOOCTOIXEIO  TTOU
oTtelkovi(oupe TIPO¢ TO MATI 0 tangent space (CUCTNUO GUVTETAYHEVWV
eT@Avelag). v Eikdva 25 @aivetal o TpOTIOC TIOU PTIOPEL VO TIPOCOPHOCTEI
T0 OIGVUCOUO TOU MOTIOU PEOW TOU TIIVOKA LYWV, WOTE VO TIGPOUUE HIO

METATOTIION YIO TIC CUVTETAYUEVEC TNG LENAC.

O mivakag vPwv, OTIWG €XEl aVOEEPBE Kal O€ TIPONYOUUEVN EVOTNTA,
TIEPIEXEL MO TIUN OYoOUG yio KABe gikovoaoTolxeio e0poug 0 €wg 1. O apXIKEC
OUVTETAYHEVEG, OTIWC Kal Ol TIMEC LYoOUE, €ival amobnkevuéveg o€ tangent
space Kal KOTtd OUVETIEID TO JIGVUOHO OTIO TO EIKOVOCTOIXEIO TIPOC TO MATI HOC
TIPETIEL VO PETATPOTIEL 0TO tangent space. OTOtE, OTMwG kol oto Normal
Mapping, TIpéTel va dnuioupynOei évag Ttivakag PETOTPOTING SIAVUCHUATWY OF

oUOTNUA CUVTETAYUEVWV ETTIPAVEINC,.
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ArmmAwpotikr Epyacia: “MeAétn Texvikwv YN
Avdpeadng AvBouaong

A@o0 dloBaatei T0 OYog yia 10 onueio T0 (Eikova 25) amod 10 Height
Map, KAIJOKWVETAI KATA €Va TIOPAYOVTO 5 KOl TIOAWVETOL KOTA pia TiuR b, €to1
WOTE VO pETOTPATIE amd 10 €0po¢ [0,1] o€ €va €0POC TIOL TIPOCOMOIWVEL TIG

(PUOIKEC OIOOTACEIC TNE ETIPAVEING TIOU avaTtapioTotal. MNa Tapddelypa, pio
vEN TOUPAIVOU TOiXOU TIOD KOAUTITEL MIO EIKOVIKN TIEPIOXN 2X2 METPA Kol

maxoug 0,02 pETpwyv, Oa  ETIPETIE VO €XEl  TIOPAYOVTIO  KAIMAKWONG
5=0.02" =0 oi. MoAwvovtag pe b=0, Ba eixaue peTaTpoT) TOL €0POLG OE
[0.0,0.01], evw pe TTOAwon b=-0.01 Ba esixaue evpog [0.01,0.0], H péon Tun

OUTWV TwV dV0 OTIOTEAEI TNV TIIO OWOTH YA TIG TIEPICCOTEPEC LPEC: b =-0.5-5.
Mia iy Tou b Ttouv Ba e€aipovioe 10 0.0 amd 10 e0Pog, Oev Ba NTAV TIPAKTIKN,
KOBw¢ Ba onuaive 0Tl N ETUPAVEID TIOU AVOTIOPIOTOTOI OV £XEl GNUEIO ETTAPNC
PE TO TIOAUYWVO OTO OTIOI0 €@apuOleTal. To véo OYog divetal amod T oxéon

hsb=h-s + b. 'ETteita vrmoAoyiletal n petatomion (offset) kotaypdgovtag éva

TIOPAAANAO OTO TTOAUYWVO dldvucpa, oo 10 onueio A (onueio akpIBWg TTavw
aTo 10 P, EikOva 25) mpog 10 SIGVUCOHO ToUu poTiol. To VEO auTO SIGVUCHO

gival n petatormion kol pootifetal oto T (aPXIKEC CUVTETAYUEVEC LENG) Yia

VO TIOPOXB0ULV 01 VEEC TUVTETAYUEVEC.

T =T0 + (hsh -V (X,¥)/V(2)), (Zxéon 12)

OTIOL V TO SIAVUCHA OTIO TO EIKOVOGCTOIXEIO TIPOC TO WATI.

OGSL Shader

Vertex Shader

anthousis@qgmail.conn

Fragment Shader

anthousis@qgmail.com
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AimAwpotik Epyacia: “MeAétn Texvikwv YN
Avdpeddng AvBouong

Eikéva 26: Parallax Mapping Shader
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AimAwpatikr Epyocio: “MeAEtn Texvikav YeNRc
Avdpeddng AvBolong

3.8 Relief Mapping

H texvikiy tou Relief Mapping, TTapouacidotnke apXIkd 10 2000 oo Tov
Manuel Oliveira otnv donuoacicuon «Relief Texture Mapping», aAAG TIAPE TNV
TEAIKN) TNCG Hopen €merta amd €va xpovo (2001) otn dnuocicuon twv Fabio
Policarpo kat Manuel Oliveira “Real-Time Relief Mapping on Arbitrary
Polygonal Surfaces”.

H texviki aut poladel apkeTd pe TNV TeXVIKN tou Parallax Mapping
0ed0MEVOL 0TI Kal 01 300 BI0PBWVOLV TIC GUVTETAYHEVEC LEAC CUPPWVA PE TNV
OTITIK ywvia. H texviki tou Parallax Mapping, Sivel plo TipOCEyyIOTIKI) AUGN
OT0 TIPOBANUO Kal TIOPOUGIAZEl TIOAD KOAQ OTITIKA OTIOTEAECUATA HE TIOAD
HIKPO KOOTOG, OTNV TIPAYHATIKOTNTA OPWC UTIOPEL va XpnolgoTtoinbei povo yia
B0pPULPWOEIC PN KOVOVIKEC TIPOOKPOUOEIC, KABWC Ol ETIPAVEIEC OEV €ival
OKPIBEIC avaTtapaoTACEIC TNG TIPAYHATIKOTNTAC Kal TIOPOUOP@WVOVTal OTav
OAAGCel N oTtTIKN ywvia. ETumAéov, dev LTIOGTNPICEl TOV UTIOAOYIOUO OKIWV. ZE€
avtibeon n  texvikn Ttou Relief Mapping, Tmapouaoidlel opBaG  OTTIKA
OTIoTEAECHATA (OX!I TIPOCEYYIOTIKA), €V Oivel TNV dLUVOTOTNTA ULTIOAOYICHOU
OKIWV YIO TIPWTN QOopyd, XWPig va cival avaykaio n xprion kamoiou shadow
map.

O1 duvatotnteg auteg tou Relief Mapping, o@eilovtal otnv TIpoacdikn
evog Ray Tracer péoa otov Pixel Shader, péow TOU OTIOIOL WTIOPOULV Vva
yivouv 01 LTTOAOYIOHOI YIO TO OKPIBEC EIKOVOOTOIXEID QATIEIKOVIONG KABWE Kal
yla TNV TPoadnkn okiv. Kal gg authv TNV TEXVIKN YIiVETal Xprion &vog xaptn
VYWV Kal EVOC XAPTN KAVOVIKWY SIOVUGHUATWV.

H diadikacia tou Relief Mapping, umopei va Bewpnbei 6T amoteAeital
attd Ta oKOAoLBa BAUOTO yia KABE EIKOVOOTOIXEIO TIPOC ATIEIKOVION:

e YTIOAOYIOMOC TOU SIOVUCHATOC TtopaTRpnong viewVec (didvuopa amd To
onueio TtapatiPNoNng TIPOC T0 CNUEI0 TNE ETUPAVEIAG TIOU KOITAWE)

e Metaoxnuotiopyog Ttou  viewVec o010 OUCTNUO  CUVIETOYPEVWV NG
ETUPAVEING

e Me dedopéva 10 VEO BIAVLCHO TIAPOTAPENONG ViewVec' TIC CUVIETAYUEVEQ

LVENC TIOU QVTIOTOIXOUV OTO EIKOVOOTOIXEIO TIOL PPICKOPACTE KABWE Kol
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ArmmAwpoTiki Epyacia:; “MeAetn Texvikwv YN
Avdpeadng AvBolaong

TOV TIivaka LYWV, LTTOAOYI(OLUE PECW TOUL ray tracer TIC CUVTIETOYUEVEG
LENC YO TO onueio Toung Tou dlavuopatog viewVec' pe 10 heightMap.
e  dDWTOOKIOON TOU EIKOVOOTOIXEIOL HPE XPRON TOU KOVOVIKOU dl1avUCUOTOC

OTIO TOV OVTIOTOIXO XAPTN.

duoikd Oa TIPETEL va  UTTOAOYIOTOUV €K Vvéou Ta ecPosition (ol
ouvtetaypéveg atov 3D XWPO TOU €IKOVOOTOIXEIOL TIOU Koltdpe) Kai lightVec
(to dildvuopa amé TV TNy TOU QWTOC TIPOG TO EIKOVOOTOIXEID TIPOC
ateikovian). MAEov, €@Ocov JIOBETOLPE TO JIGVUOUO TOU QWTOC, Eival TTOAD
€DKOAO VO TIpayuatoToifjoovye real — time shading Tou QVTIKEIMEVOL WaC,
KOBWC aUuTO TIOU OTIOMEVEL €ival Vo EKTEAECOUMPE OKOUN HIO @QOPa TOV ray-
tracing aAyopiBuo, pévo mou TAéov Ta dedopéva Ba gival o TTivakag LYy, ol
VEEC TUVTETOYHUEVEC LENC Kal TO SIAVLCHA TOL PWTIOPOV. Av BpeBei Toun pe 10
ONUEIO TIPOC OTIEIKOVION, OUTO TIPETIEI VO QWTIOTEL. AANWC TO ONUEio autod
KpUBeTal €€auTiog KATIOIOU OnNUEIOL Pe PeYOAUTEPO UYOC Kol TIPETIEL VO TO

OKIOOOULIE.

rnyn ewtog
Mapatnpnig
1,0

Znueio TIoL TIEPTEL TO PWC

Znueio Mapoatpnong

BaBog
N

Eikéva 27: Real Time Shadow Calculation

O aAydpiBpog tou ray tracing TTOU XPNOIUOTIOIEITOl OTNV PEBOSO TOL
Relief Mapping, xwpileton ag d00 pépr. APXIKA TIPAYUOTOTIOIEITAl IO OEIPIOKN)
avalntnon (Linear Search) kaBopiopyévou apiBuoL Bnudtwy, PEXPL va Ppebei
T0 TIPWTO CONUEI0 TTOL TEPVEL TO SIAVUCUA TIOPOTAPNONG TOV TIIVOKO LYWV
(Elkbva 27) Kal ETIEITON TIPOYUATOTIOIEITOI o dLAdIKN avaldrtnon He Alyotepa
Bruata avalnmong, yupw amd 10 CNUEio Toung, €101 WOTE VO EVIOTIIOTEI AUTO

he peyaAlTepn okpifela. Ta Bruota twv dVo avalntroswyv, kabopilovtal amod
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ArmmAwpotikr Epyacia: “MeAétn Texvikwv Yenc”
Avdpeddng AvBolaong

NV emmbuunt oKpiBela Tou BEAOUPE VO TIETUXOUME, TIPETIEI OPWC VO d0BEi
TIPOCOXN KOI OTOV TOPED TNG ATtOd00NG. ZUYKEKPIUEVA, TIC TIAPOAUETPOUC AUTEG
Ba pmopovoape va TIC divoupe w¢ dedopéva €lc6dov atov shader pag,
€XOVTAC TOIOUTOTPOTIWG TNV OLVOTOTNTA VO AULEAVOUUE TNV AETITOUEPEIN
avOAOyO PE TIC EKACTOTE ATIAITACEIC pag. KAt TéTolo Opwg, Ba avaykale Ttov
compiler Tou shader, va pnv «&edIMAQOE Ta loops Twv TaAVOAPEewY Kol Ba
artaitovoe Shader Model 3 amo v KAPTA YPOPIKWVY.

e oUlykpion pe TV Tpocéyylon Tou parallax mapping, otnv

OUYKEKPIPEVN TEXVIKI N TR Tou OYoug dlatnpeital oto evpog [0,1]. Emiong,

OVTi TOL LTTOAOYIOWOU €VOC TIPOOEYYIOTIKOU offset (UEow TOou TTAPAAANAOL GTO
TTIOAOYWVO SIAVLCOPOTOC) TIOU Ba PEPEL TIC OPXIKEG OUVTETAYUEVEC TIPOCG TO PATI
pag €l0GyovTag O@OAUD, N TEXVIKN TOu ray tracing, HMECw oOTOBepol PBrUaTOC
(e€aptatan amd TC ETMAVOAAWEIC TIOU €XOUME ETUAEEEL) KAl HE YPAUUIKN
avalnmon, TANCIadel olyd-olyd TIC OUVIETAYHEVEG WEOW TOU dIOVUCUOTOC
dlevBuvang Tov TTapoakoAovBoLE (gite T0 diIAvuopa patiol, Eite 10 dlIAvuoUa
TOLU QPWTOC) Kal €AEyxel av KABe Tun eival opbr). AnAadrn eAéyxel av n
TIPOKUTITOUCO TIUR TEPVEL TOV Trivaka UYoug. ‘ETema  akoAouBei tnv idla
olodikaaia, PETaED Tov onueiov OTIoL BPEOBNKE N TOUN Kal TOU TIPONYOUREVOL
T0U, ME Xpron OuvadikAg avalntnong, WOTE va UTIOAOYICTEL pe akpifela To

onueio TN¢ Toung Tov dlavuopatog diEDBuVONC Pe ToV TTivaka OYouC.

Mapatnpntig

Babog

Ekova 28: Fpapyiki avalditnaon yia 10 TIPWTOo GNEio TOUNAG

2V pEBOodO autr OTwWC Kal ato Parallax Mapping, 6ol oI LTTOAOYIGHOI
pjag yivovtal oto tangent space, OTOTE Kal OTIAITOUVIOl Ol  OVAAOYEQ

petatpottég (BAEte Normal Mapping).
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AmmAwpoTIKA Epyacia: “MeAetn Texvikwv YoNc
Avdpeadng AvBolang

Onwg 6o @avel Kal amo TIC EIKOVEC TIAPAKATW, N MEBOdOC autrh uag
Oivel peydAo PEOAICPO OTNV QTIEIKOVION, €V E€ival n TPwtn PEB0SOC TIoU
XWPIG va oANAZEL TNV YEWMETPIO TOU AVTIKEIMEVOU, Hag divel TNV duvatotnTa va
TIPOCGOECOLE PEAANICTIKEG OKIEC O€ TIPAYUOTIKO XPOVO GTO HOVTEAO pag. OTiwg
gival QUOIKO, Ol UTTOAOYIOTIKEG TNG ATIAITACEIC €ivol TIOAD HPEYOAUTEPEG OTIO
EKEIVEC TWV ULTIOAOITIWVY TEXVIKWV, XWPIC OPwC va EETEPVOUV AUTEC TOU

Displacement Mapping.

OGSL Shader

Vertex Shader

anthousis@gmail.com

Fragment Shader

anthousis@qgmail.com

Eikova 29: Relief Mapping Shader
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ArmmAwpotikr Epyaaia: “MeAétn Texvikwv YoNc”
Avdpeddng AvBouong

4. Zovoyn

H Xprnon TEXVIKWV ULENC OTIOTEAED éva  OmO T KOTEEOXNV
XOPOKTNPIOTIKA Twv 3D ypagIKwy €QAPUOYWY Kal KUPIWE NG PBlopnxaviog
AOYIOUIKOU Traixvidlov. H épeuva Kol n avamrtuén TEXVIKWVY TIOL TIPOCTIO000V
VO EKUETOAAELTOUV TIC SLVATOTNTEC TIOU JIVOUV 01 VEEC KAPTEC YPAPIKWV, Eival
OI0PKAC Kal OUEAVOPEVN. =eKIvwvTag amd 10 Bump Mapping kai to Emboss
Bump Mapping, n Blounxavia twv maixvidiov Tiépace 1o Normal Mapping
TIOU OTIOTEAEl TNV TIIO SIAAEDOPEVN TEXVIKA) LENG OTIC PEPEC pag. O KUPIoG
Aoyog yia outrjv tnv diadedopévn Xpron, amoTteAOUV TO OPKETA PEOMOTIKA
OTIOTEAECUOTO, O CGUVOUOCMO e TNV €AAXIOTN ULTIOAOYICTIKA EmIBdpuvaon.
QoT1000 Ogv €ival HIKPOC 0 OpPIBUOC TwWV ETAIPIOV TIOL  @EPOVTICAV VO
EKUETOANELTOUV TIC VEEC OIOOTACEIC PEAAICUOU TIOU  TIPOKUTITOLV  OTIO
TIEPIOCOTEPO EEEAIYUEVEC Kal TUYXPOVEC TEXVIKEG, OTIwG To Parallax Mapping.
To Parallax Mapping €xel amodeix6ei otnv Tpdaén o1 Pmopei va BeATioEl o€
MEYOAO BoBud TOV PEOAICPO TNG OTIEIKOVIONG, ETIRAPUVOVING Of OTIOOEKTA
TIAQICI0 TO LTTOAOYIOTIKO CcUOTNUA. Agv TIPETIEL va EEXVAPE OTI TO ULAIKO TOUL
TOMED TWV YPOQPIKWVY OVATITOCOCETOl PE Paydaioug puBPOUC Kol EYKEITONI OTOUG
TIPOYPOMMOTIOTEG VA EKUETOAAELTOUV OTO ETIOKPO TIC VEEC SUVOTOTNTEC TIOL
TOUG TIpoo@Eépovtal. g avtiBeon pe 1o Parallax Mapping, n pé6odog Ttou
Relief Mapping dev PTtopEl va €@apuooTel akoun, kabwg 10 frame rate twv
EQAPHOYWV HEIOVETAl aloBNnTd, e€aitiog TV TIPOCHETWY UTIOAOYIOHWVY HE
OUVETIEIO TO OTTIOTEAECHO VO PNV €ival IKAVOTIOINTIKO 0TV TIPOKEITAl yia real
time epappoyéc. H Abon 610 TIPORANPA autd avapevetal va d0Bei oto eyylg
MEAAOV OTIO Mia TtapaAlayry Tou Relief Mapping mou ovopadletar Steep
Parallax Mapping Kol n oTmoia LTIOOXETAl 010 ETTTTEDO PEAAICHOD, OAAG KOl
IKAVOTIOINTIKO frame rate @aote va eival duvatr) n e@appoyn avtig ota 3D
TTauxvidla.

e ovtiBeon pe TIC TTOPATIAVW TEXVIKEC TIOU &V HETORAAAOLV TNV
YEWUETpia  Twv ovikelyévwy, T10 Vertex Displacement Mapping 0ogv
ETIKPATNOE OTIC €QPOPUOYEC TIPAYUOTIKOU XpOvou e&aitiag Twv au&nuévwv
OTIAITACEWY ToL. QOTOCO XPNOCIYOTIOIEITOL YIO TNV TIPOCHONKN AETITOUEPEING OE

QVTIKEIPEVA KOBWE Kal yia TNV dnuiovpyia JOVTEAWV.
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OAeC 0l TIOPOATIAVW TEXVIKEG, O OIOQPOPETIKO Pabud n Kabepia Kal
XPNOIUOTIOIVTAC OIAMOPETIKEG TIPOCEYYIOEIC, ETUTLYXAVOUV TNV OTIEIKOVION
LVENC o0€ OvTikeipyeva. KATOIEG OTIO OUTEC TIC TEXVIKEC METABAANOLV TNV
YEWHETPIA TWV OVTIKEINEVWY, KATIOIEC XPNOIUOTIOIOUV HEYAAN UTIOAOYICTIK)
10XV, EVW KATIOIEG ETIITUYXAVOUV TOV OTOXO TOUC HE OPKETO PEOAICHO XWPIC va
€XOLV TIOAD PEYOAEC aTIAITOEIG. Me TNV dIOpPKA OVATITUEN TOU UAIKOU TWV
YPOAQIKWV KOl TNV CUVEXN EUQAVION VEWV TEXVIKWVY, OUTO TIOU OTIOUEVEL ival
va OOUWE TIOIEC ATIO OUTEC TIC VEEC TEXVIKEC Ba PTIOPECTOULY va KOaBIEpWBOLV
EKUETOAANEVOWPEVEG OTO ETTOKPO TIC OLVATOTNTEC TIOL TIPOCEPEPOVTAl ATIO TO
VAIKO TV YPOQIKQV, dlaTtnpwVTog TTAPpAAANAa 10 frame rate Twv €QApUoywv

O€ IKOVOTIOINTIKA ETTITIEDA.
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